'100% FOR SUPER NINTENDO PLAYERS FSJiwral®™8 £1.95

INDEPENDENT SUPER NINTENDO MAGAZINE

Y asasBade o o

- A\

" JANUARY 1993
ﬁ150

I\ GAMES INSIDE!

1

FREE.

1993 YEAR ©
PLANNER &
posrsm

' T rg—— Cuaranies uu ”
| MORE DRAGON QUEST V: Japan’s favourite game! of value 9 17709661619
‘L : PLUS! First annual Super Play Readers’ Awards!

i i T _ = ey ; 3 - £ i = o PN e




& ard TM 1391 Daca East Conporacion
10 & Mar - Caupman drya and Dats
Easd are Erademar hu’l:u-:ah-.n

].¢

LICE NSED BY

il
Kirrteredc Product -ﬁr':n zr\-d Dter
PaFkS OeSanatid a5 T
are trademarks of intenan

SUP[H NINIEND

ENTERTAINMENT SYSTEM|

Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England.
b Telephone: + (44) 922 55852, Facsimile: + (44) 922 743029.



SULLIVAN BLUTH PRESENTS,’

LICENSED BY

an's
w Led

R NINTENID

ENTERTAINMENT SYSTEM

Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England.
Telephone: + (44) 922 55852, Facsimile: + (44) 922 743029, ‘



ONT

ISSUE 3

JANUARY 1993

Issue 3
January 1993

ENITORIAL
Edilor: Mat! Bialby
Al Edilar: Traci Rochester
Produetion Editar: Sue Grant
Stat! Writers: Jason Brookes, Jonathan Davies
Art Assistant: Jeremy Bridgeman

ADVERTISING
Advertizing Manager: Alison Maorton
Advertising Executive: Jane Geddes

Classified Sales Executive:

Diana Ersking

Advertising Production: Claire Fullick

MANAGEMENT
Publisher: Steve Caray
Group Publishing Director:
3 Greg Ingham
Promotions Manager: Michele Harris
Circulation Director: Sue Hartley
Managing Direclor: Chris Anderson

CONTRIBUTORS:
[Editarial)
Nick Burng

Stuart Carmpbell

Helen McCarthy

Tai Ong
Rich Pelley
Adrian Prica

(Artwork)
Nick Davies
Wil Overton

(Photography)
Ashton James
Richard Rebinson
Jude Edginton

(Cover)

Wil Ovarton

(Linn & Scanning)
Simon Chittenden
John Moore
Chris Stocker
Sirnen Windsor

Dave, Bob and Teny, of Avon Scanning and Planning

(Editorial & Advertising)
H.IFHM'I' Furture Publishing Lid, 30 Monmouth Street,
Bath BA1 28W
Tel; (0225) 442244
Fan: (0225) 446019

Subscriptions (see page 108)
Lynn Bowler, Future Publishing, The Did Barn, Somerton,
Somerset TA11 TPY
Tel: (D458) 74011

Super Play is a child of the Leisure Division of Future
Publishing, home of Britain's leading computer and console
magazines, including Total!, Sega Power, Mega, Amiga Format,
Amiga Power, Amiga Shopper, PG Format, 5T Format,
Commuodare Formal, Your Sinclalr, Amsirad Action, PCW Plos,
PC Answers, PG Flusand - hey, hey, hey! - GamesMaster!

Super Play is a completely independent publication, and the
views expressed within are not necessarily those of Nintendo or
their agents. “Mintendo’ and ‘Super NES' are trademarks of
Nintendo Go Lid. All rights reserved,

Printed in the UK
Al material copyright Future Publishing

SUPER EXPRESS

News and more...

Super Play's unrivalled news and preview
section bursts into life just over the page...

CHRISTMAS BUYER'S GUIDE 10
Buying a SNES this Christmas? Qr just

stocking up on games? Super Play takes an
good look at what's available...

ONLY IN JAPAN 12
It's the wedding of the centuny!

THE GOLDEN BEES: FIRST ANNUAL

SUPER PLAY READER'S AWARDS w14
What was the best shoot-"em-up of the year?
What's the top driving game? Or wickedest
beat-'em-up? Here's your chance to make

your feelings known,

FUTURE ENTERTAINMENT SHOW '92 -

FULL REPORT 18
It was the biggest computer entertainment
show ever held in this country.

BODKS
Jonathan Davies with more Super NES book
reviews. (Well, review actually.)

ANIME WORLD. .. 24
This month Helen McCarthy looks at the
Japanese love of technology in animation,

with particular reference to giant robots...

MERCHANDISE OF THEMONTH ... .25
The perfect companion to the Super Play
calendar...

SUPER PLAY CHARTS 21
The official UK Gallup chart, our specially
complied Import chart, plus the best selling
games from Japan and America.

SUPER PLAY INTERVIEW 28
Eric Matthews of The Bitmap Brothers talks

to Matt Bielby about the Super NES, Gods

and being a software pop star...

SPECIAL
FEATURES

CD ROM: 30
The future is (almost) here - Jason Brookes
looks at Nintendo's commitment to GD
technology, and what it holds in store for us.

SUPER SCOPE: THETRUTH ... 55
Thousands of people will be buying hght gun
packs this Christmas. But attractive though it
may be, is it really worth the money? We're

not convinced.

P
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DRAGON QUESTV: . . 60
Japan's most wanted - The ﬂragon ti‘uesf
series are the most popular games in Japan.

GAME REVIEWS
T REVIEWS
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Battle Clash 54
Cosmo Gang 46
Faceball 2000 5
Final Faniasy: Mystic Quest 58
Home Alone 2 B
The Irem Sking Game 7
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Mickey's Magical Quest 36
(*Bert 3 76
hace Drivin 2
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Home Alone 49
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Super Kick Off 18
Super Strike Gunner 27
Top Gear 40
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HAVE YOURSELF A NINTENDO XMAS)Z7

Wﬂh 1993 finally upon us, the Super Nintendo market in this country is on the brink of an explosion.

This month’s cover picture shows the sort of scene you'll find happening in more than one
household this Christmas morning, though perhaps with slightly less colourful characters. L
Spiderman (star of one of this month’s big official releases) has invited his friends R202
(from Super Star Wars, one of the big games previewed this month) and Chun Li (from you-know-
i what) "round for Christmas morning, and Chun Li's decided to bring her pet Dragon Kid (one of
| the stars of Bragon Quest V, Japan's biggest game) over too.
(One look at the size of those teeth and Spidey's not complaining.)
And guess what R2 got for his Christmas present? Yes, a
Super Nintendo! [Goodness knows why our heroes
_look so surprised, though - this isa
SNES mag after all...)
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Featured in this month}

issue, --'- -
: Home Alone 2, pu
Super Woriplet
Guide, Race e
d Spaerman & The, and |

last, but not lepet,
. Crane’s Apaj




ell, we said we were
getting bigger, and
look — we are, Super
FPlay is now a very
respectable 116 pages.
Goodness knows how much
longer we can keep on
going up in size like this,
but let's not complain while
the going's good, eh?
So what've we got this
e? Well, we just ran tl
mputer and consa

This month in Super
Express: Super Star Wars, .
the first Future
Entertainment Show, The
Golden Bee
Awards

Just time for a guick *Merry Christmas!" from the team!
Clockwise from top lefi: Jez, Sue, Jonathan, Traci, Jase
and Matt. Oh yes, and a “Happy New Year’ too!
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Brought to you, in a festive mood, by

MATT BIELBY

(what?)

Il time at Earl

and how
to get the
most
Nintendo
stuff for
your
money this
Chrimbo.
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Fawvourite Christmas carol: Silent

prize mo
Champio :
In the rest of Super Expres:

also got al Christm

hip fin

ey at the National

v oWIners, and your entry
uper Nintendo gam

n Be

. Elsewhere th

on the future of buper NInNtend
giant Super Ma y

t Mickey's I

@ take our first dets

SUE GRANT

Favourite Christmas carol: Merry

&r Scope this issue too, and Wh
revamp which nc

nly mal
er to use. Fing

e you find it useful.
C r act together,
ad-for
Til themn,
vy
va'll be seaing you just
Year. Cheers, y'all.

Favourite Christmas carol: Good

Night Christmas Mr Lawrence King Wenceslas

Best Christmas present: My first Best ever Christmas present: A Bast ever Christmas present

hike from Halfords fondue set Aurora ‘Stop Police!", which was
Favourite film they always show Favourite film they always show like Sealextric, but with smaller
on TV at Christmas: The Great on TV at Christmas?: The Queen’s CArS

Escape speach Favourite film they always show
Favourite cracker novelty: The Favourite cracker nowvelty: The on TV at Christmas: Oliver Twist
fortune telling fish little parachute man Fawvourite cracker novelty: Plastic

Where will you be on New Year's
Eve?: In Hatchets!

Do you believe in Father
“hristmas?: I have my doubis, but
on balance, yes.

Where will you be on New Year's
Eve?: Playing Trivial Pursuit with
friends

Do you believe in Father
Christmas?: No

JASON BROOKES

elephant

Where will you be on New Year's
Eve?: With a rich woman

Do you beliewe in Father
Christmas?: No



SUPER STAR WARS

JULC

erhaps the most eagerly-awaited game

at the moment is Super Star Wars. The

NES Star Wars game was fabulous, but

from what we've sean of the Super NES

version we're in for something really special.
3 multi-level job, in which you play top

, Luke, Chewbacca

qu]tu_ a few 1.ﬂ.ra1h1nq

em-up hits .]nrl
l5. (The last level,
u fly an X-Wing down a trench on the
might be a bit of an anti-climax, but
ight of the brilliant bits that

.: Pluw t.t1+'- -u'nF- L'u'l-a=t5 f.'.rhat nar' to

Favourite Christmas carol: Hark!
The Herald Angels Sing

Best Christmas present: A jumper
Favourite film they always show
on TV at Christmas: The Spy Who
Loved Me

Favourite cracker novelty: The
crap ring that never fits

Where will you be on New Year's
Eve?: Dunno. Any offers?

Do you believe in Father
Christmas?: In principle

JONATHAN DAVIES
TRACI ROCHESTER

AT LAST! THE GREATEST
SCI-Fl FILM OF ALL COMES
TO SUPER NINTENDO! _
SUPER STAR WARS WILL BE
IN THE UK IN THE SPRING.
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Favourite Christmas carol: Oh
Carol by Neil Sedaka (Erm, are
you sure about this? - Ed.)

Best Christmas present: Slime
Favourite film they always show
on TV at Christmas: The Wizard
of Oz

Favourite cracker novelty: CD
player

Where will you be on New Year's
Ewe?: Thimbu (near Tilwet)

Do you believe in Father
Christmas?: Of course [ dol

tured perfe
Out on imjg

caught up in a bit af a bar
ppy aboul i.

JEREMY BRIDGEMAN

1 BM C—2d,  HUSRH

e

Favourite Christmas carol: Joy To
The World

Best Christmas present: A
Race'n'Chase set, which was
another sort of car racing game
Favourite film they always show
on TV at Christmas: Chitty
Chitty Bang Bang

Favourite cracker novelty: The
crappy magic tricks

Where will you be on New Year's
Eve?: Out of my head)

Do you believe in Father
Christmas?: Yes
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SUPER PLAY
PROFILES

Quiz

Which member of the
Super Play team was
once chased out of 2
pub and down the street
by a furious bouncer,
determingd ta hurt our
hero/heraing? As the
clocks struck midnight
for Christmas day,
hefshe was ta be found
cowering in the bushes
of somebody’s garden,
hoping the bouncer
would run past. (He did.)
First correct answer lo:
Mad Bouncer, Smper
Play, Future Publishing,
30 Monmaouth Street,
Bath BA1 2BW wins a T-
shirt? Last month's
answer: Matt Bielby.
We'll announce the
winner next issue.
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SUPEREXPRESS

FOREIGN
RELEASE

PREVIELS

¥ Super Play's guide to
upcoming games, this month

conceatrating on Japanese and
hlﬂinl_ releases.

Check out Datebook on page 113 1o see
Just how many SNES games are now
being released in Japan and the US.
Here we've selected a few of the more
exciting ones for a closer look...

IMAGINEER

One of the new breed of games to use
the SNES mouse is the classic Populovs
IV, it's been a huge SUCCEss across a
wide variety of computer formats, and
i5 to be released in Japan in January.
It's by UK developers Bullfrog, who also
have Powermanger due later in the
year. Plus, Maxis' Sim Ant, again from
Imagineer, is scheduled for March.

Popuntous i, he classc God simulstar coming bo the
Super Famicam in January, and using the mause foal

KONAMI

Easily one of the best producers of
SHES software, Konami have three
games lined up for release before
March. Timy Toons is the first,
appearing in Japan on 18 December.
Although anly a 4 meg cart, Tiny Toons
was one of the best things shown at
the Famicom Space World '92 held in
August this year in Tokyo. (See last
issue for more details).

Thny Toons on the Super Famicom due in Decamber
— more magic Trom {op safwars house Kanami

Conventional beal -'em-up achion from Kons
Batrnan Refns? Find o next Febouary

Then there's the long-awaited
Batman Returns game, expected in late
February, and including some Final
Fight-style beat-"em-up action.

Lastly, there's NFL Foothall in
March. This looks stunning, with full
screen 30 rotation of the pitch and
detailed players. More news shartly.

MISALA
ENTERTRINMENT CO
These guys are in some way connecied
to Imagineer - Peter Molyneux wrote
about their wacky horizontal scroller,
Columibus, last issue. You take
Columbus' ship, the Santa Maria, on a
trip to America - shooting things all
the way. It's a very odd concept - we
can only hope that rumours that the
game’s been cancelled aren’t true.

NAHAT

Right then, this is the one we're all
waiting for — Naxat's Super Pinball,
Anyome who's played Alien Crush or

Super Pinbal! (ki Crash)from Naal, producers of
thee iz PC-Engine and Mega Drive Devi! Crash

Devil Crash on the PC Engine will know
that Naxat have a knack for video
pinball. This game's been in production
for absalutely ages, but is set to hit the
Japanese streets in December. We'll
have to wait to see if it'll beat Pinball
Dreams on the Amiga, but our hopes
are high.

NCS MASIYA

The latest in a long line of Japanese
mecha games is Assault Suits Vatken
from NCS. What's confused people is
that Konami have the rights to release
this in the US and UK as Cybernafor.
It's got smart graphics, some
interesting effects, and is reviewed
next issue. Also from NCS is the follow-
up to the Ramma 1,2 game, this time on
212 Mibit cart. The graphics look far
better this time. Out in December.

Prince Of Persia and Castlevania
fans are in for a treat next year, when
the extremely creepy-looking and
overdue platiorm game Nosferaty
finally appears. All Seta would tell us is
that it's scheduled for the first quarter
of '93. Be patient!

Spooky paings-an in the caslie of Nosferaty. Prince
(F Fersig mests Dracaid?

SOURRE

The biggest release in Japan now is
Final Fantasy V, due on 6 December.
Expect to zee the US version (Fimal |
Fantasy Il)) next year. Incidentally,
Enix's Dragon Quest V- the most
popular Super Famicom release yet in
Japan, on page 60 of this issue - is due
next year in the US, to be released
there in its Dragon Warrior guise.

Final Fantasy 1due on B Det inJapan — queues of
RPG-crazy Japanese should start appearing soon

SUNSOFT

Besides the ace Road Rumner game,
Death Vally Rally (which should be out
by the time you read this), Sunsoft have
something called Puggsy in
development by UK software house
Psygnosis. The graphics are looking
fairly scrummy at the moment, but
there's little else to report.

ygnasis Fuggsy currently in development Jor the

Super NES«Cube, fuh?

TONK IN-HOUSE

The producers of the brilliant sparts
game Super Tennis now have a
volleyball game on Japanese release. If
Volleyball Twin is as good as its
predecessor we'll be very happy. Full
review next issue,

The producers of Super Tennd have this great
lockinyg voleybal garme available naw.

" Sorry, that's all we've got space for,

Tt we'll have a lot more import previews
next issue, in a special
extended section.




ENTERTAINMNENT SFETEN

The Battle is about to begin!
The year is 2636 and Earth is faced with the threat of a
massive invasion. The mad, mutant alien rebels are back
with a vengeance, looking for their revenge - the anihilation
of the human race.

Earth's only hope is the PROBOTECTOR, the strongest
fighting robots in history, but will they be enough? Can they

destroy these miserable mutants in time to save the world...

ENTERTATNMENT STFRTEN

R

KONAMI.

MegaVideoGameFun
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The Super Nintendo
will be one of the
most popular
presents of them all
this Christmas.
However, there's a
bewildering selection

of versions to buy,
and even more places
to get them from. To
ensure you get the
most for your money
this yuletide, why not
follow Super Play’s
unique Christmas
buyer’s guide..?

Ex’ T § W Be® Nm i ” B : : super F’ayli
There are currently four different ways to buy a Super Nintendo on the Advice
high street. All are reasonably decent value, considering just how
wonderful the SNES is, but which is best? S0 which one t

Well, we'd di

Sup
straight an

If the Super Nintendo
was a car, this would
be the 1.0 Popular
model. You just get
the machine and ocne
controller, but that's

it. With no games, you
could be in for a very
gquiat Christmas. It's
also fairly hard to get

/]
i - J
P"# } hold of — many shops

don't carry it.

The SNES was first
available in a pack
containing the

machine, a copy of
Super Mario World
and two controllers
The price has come E
down by £20, but one no game do
of the controllers has really mak

gone. Old packs may it

still be around, often
priced cheap to clear.

Purely in terms of
plastic per pound, this

This one's got the lot:
a SNES, a controller

seems like the best and the brilliant one you want fi

value, [t contains the Street Fighter II how muc

SNES, one controller, {normally selling for to spend of
the Super Scope and a an incredible £65). all, though, could be old
cart with six games on Bear in mind, though, stocks of the wo

it. However, there is a that to really F

big ‘but’ here — we appreciate Street now down o
don't like the Scope Fighter II you'll need ¥129.99 to clear. Surely
much (see page bd a second controller so an excellent buy.

onwards for details).

(_m JANUARY 1993 ISSLUE 3
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GETTING THE BEST DEAL ON YOUR HIGH STREET

and you also get given a copy of
something called ‘Game Zone'. Bins are
provided in-store.)

You're unlikely to find anyone
discounting the Super Nintendo itself, as
Bandai, who distribute the machines,
don't actually give retailers any profit
margin on it to speak of in the first place.
The money lies in selling games, and
the more clued-up shops will try just
ahout anything to gain your loyalty...

WH Smith, Tandy and Argos aren’l
planning any offers at the moment. Oh,
and don't forget to check out the
independent retailers for assorted
special deals too.

COMET

Buy your Super Ni
they’ll give you a
gives you 10% off ev
there from then on.

ndo from Comet and
int card which
y game you buy

MAIL ORDER:
HOW TO WIN

BOOTS

Make sure you're dealing with a
raputable company. Ask for
recommendations from a friend. or
make sure that the company has run
adverts in the magazine before,

Bewara of companies without an
address on their advertisemant.

Ring to confirm that the gama is in
stock before sending any maney.

Beware of any company that is
always on an answering machine.

If ordering goods of mare than
£100, try to use a credit card. That way
you're likely to be insured against
scruple-tree fhy=by-night merchants.

Always keep a record of any
correspondence with a mail order
company. In the event of your goods
failing to arrive, Super Play may be
able to help you through the Mail
Order Protection Scheme (known as
MOPS ta its friends).

For each £10 you spend on games at
Boots you'll get what they call a 'Collect &
Save' stamp, which vou stick on a spacial
card (above). Once you've collected five
stamps you're entitled to a £5 saving off
your next game. 10 stamps are worth a
£15 saving. (They're running a similar
offer on music and video items, and the
stamps are interchangeable.) What's
more, buy vour Super Nintendo at Boots
and you'll get five stamps to start you off.

DIXONS

Step into Dixons and you'll be bombarded
with freebies, For a start, thera's a 'buy 10,
get 1 frea’ offer — each time you buy a
game you'll get a stamp, and once you've
collected 10 you'll get a free game. On fop
of that, spend over £50 on games and
they'll give you a free LCD game, worth
£0.99 - gither a Bart Ve The Space
Mutants or a Smash TV one. (Oh yeah,

If vou're really
adventurous, and none
of the packs takes your
fancy, you might
consider buying a US or
Japanese Super
Nintendo, We covered
the pros and cons of
this approach in issue 1
of Super Play, going
into staggering depth,
but hera's a brief

resume

THE ADVANTAGES

@ The cost, You can
pick up an imported US
machine, with one
controller but no game,
for around £100. A
Japanese machine,
which looks much nicer
but works exactly the
same, is dearer

@ You'll be able to play
impart carts on it
without having to buy a
special adaptor. That
gives you access to a
much wider soltware
library, but you won't be
able to buy the games
on most high streats

® US and Japanese
machines run at 60Hz,

rather the 50Hz of UK
machines = games will
play 17.6% fastar (as
they were designed to)
@ You'll get a full-
sereon pieture. Yup — no
maore nasty black bars at
the top and bottom of
the screen.

DISADVANTAGES

@ Make sure you've got
a SCART socket on the
back of your
TV. (That's one
of those
resctangular,
21-pin jobs.)
Otherwise you
won't be able
to link up your
SNES. (Unless
you buy a
machine that's
been converted to PAL -

see below.)

@ Even then it might not
wark. You'll need to
check whether your TV
can cope with a G0Hz
signal. Either check in
the instructions or with
the maker. As a rule,

older TVs are less likely

to be compatible

@ If you

Lo play

Wwant

officially-
released UK
games you'll
need to buy an
adaptor. You'll
also need a
bridge adaptor
if you want to

Super Play’s
Advice

— Buying from Abroad

play US games on a Jap
machine,

OTHER
COMPLICATIONS

Mest imported
machinas are soid
exactly as they are
abroad, with only the
power supply changed
to allowr for mains
voltage differences and
a SCART lead included. 1 l
With these machines
you'll need a TV that's
got & SCART socket and
will work at 60Hz
Howrever, some dealers

can sell you a me
that's been converted to
produce a PAL signal.
That means you won't
need SCART - i'll plug
straight into your aerial
socket - but if yvou want
to make the best use of
your SNES you 1l still
need to make sure Your
TV will work at 60Hz.

ne

WHO TO BUY FROM
Check out the mall order

ads this issue for some

good potential sources
of foreign SNES stuff

£ 3ANSSI
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ONLY IN
JAPAN...

The more you learn
about Japan — home of

the Super Nintendo — and |

the Japanese
themselves, the stranger,
more different it all
seems. For instance, a
recent all-star wedding
there has rocked the
nation, yet nobody
outside of the country
has ever heard of either
bride or groom...

SUMO WRESTLING HERO
WEDS “JAPAN'S
MADONNA"

® In a shock wedding last
October, sumo superstar
Takahanada married model,
singer and national sex symbol
Rie Miyazawa — hefore any of

| Japan’s normally bang-up-to-

date tablodd news hounds
realised they even knew each
other! When the news broke it
immediately dominated every
newspaper and news broadcast

| in Japan - even the Prime

Minister, Kiichi Miyazawa (no
relation to the bride), was
stunned, saying ‘it is an
amazing thing.'

Takahanada, only 20 years

| old, waon the last national sumo

championship — despite
weighing a mere 298lbs (which
is tiny for a sumo). He and his
21-year-old brother,
Wakahanada - both being

| young, good looking and, a

ISSUE 3
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quality much prized in Japan,
modest — have recently been
responsible for a massive
upsurge in interest in the sport,
especially amongst the young.
Ms Miyazawa, on the other
hand, isn't modest at all. She's
recently risen out of the
obscurity which normally
greets most Japanese aidoru (or
‘idols') - good looking
model/singers normally given
short lived but glamorous mini-
careers by big Japanese record
companies - by publishing a
book of Madonna-style nude
pictures. Despite the fact that
the book was rather tame by
Westarn standards, it was
enough to send her popularity
skyrocketing immediately

| afterwards. She's now one of

the best known faces in Japan,
and currently stars in a popular
health drink commercial with
Amold Schwarzenegger.

® Takahanada appears

| regularly on Channel 4's sumo

wrestling coverage, Ms
Mivazawa has yet to be offered
a recording contract outside of

, her native Japan.

THE EASY WAY!
TURBO TOUCH 360

vair trigd dccessing some of
E b special moves on Sheef

Fughgr 87 Tricky, arent they?
The Super Minkendo version might
be & brilfiant conversicn, it playing
if is homibly hampered by the
awkwardness of some of the mare
dificull moves. The only remedy up
tiil o haas besn 1 biry a glant
Captom Power Stick Fighler or
similar joybosard with the sight
rumber of bistons for the parns,
which could cost you up to £70.

Thiank goadness for Hornby,
then, who are starting to import this
inig — the Turho Toweh 360 by
Trize: it hooks like 2 normal SNES
controtler, Dut the touch-sensitive pad {the lightest touch will allow you to perfors a move) is wery diffarent. One advantage of this
{according to Hornby) s that you're Jess likely to get finger fatipue or blisters’ playing your feve-games (yeah, right). The sacond, and far
miore imparian, advantage is that i's much easier to o fricky moves, mainly those that nesd ancurate diaganal or 360° control. For
nstance, we've never been able to do Zangiefs 360° Pilediver move with any degree of consisency betore — now we can do it gy fime.
Tovbe fair, the Turbo Touch 360 is prefty damn useless at driving games (i's foo sensitive) and

some Giher game types, but as 2 specialist controlier for drapging out whenever it's Sires? Fighter i
time {or whateves) it's peetty hard to beat. And af around £20 from mos! specialist computer game
outlets and many toy shops i shouldn't break the bank either

No more tearing your hair out trying those tricky moves with the Turbo Touch.

JOYCARD

(EUROPEAN VERSION)




YOU ARE TAKING
PART IN A MOVIE LIS
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('OLD DETROIT. The streets are full of danger. Rampaging hordes of Splatter Punks run riot while
the corrupt forces of the Rehabs sweep the streefs, turning the night info a deadly scenario.  *
Only one man can stand alone against such numbers. A man like no other man. Robocop.
Once again, the cybernefic lawman must face insurmountable odds as crime and corruption

threaten fo fear the city apari. With state-of-the-art weaponry, a skin of steel and nerves fo match
he stalks his prey...evil-doers everywhere!

OCEAN SOFTWARE LIMITED
2 CASTLE STREET . CASTLEFIELD
MANCHESTER . M3 4L2
TELEPHONE: D61 832 6633
FAX: 061 834 0650

Yintendo ond Nintenda Enterfainment
System ore rademarks of Nintendo

ROBOCOP " k & S L}
L1 BiGHT EE
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THE FIRST ANNUAL

More coveted than an Dscar, more
thrilling than a GamesMaster Golden
Joystick - yes, it's the Super Play
Golden Bee Reader Awards. Just wait
until you see the real, solid gold ones
we've run up! (Er, what? - Ed.)

’l

VOTE HERE FOR
THE GOLDEN BEE
AWARDS 1993!

That's right — this is your chance
to vote for your favourite SNES
games, companies and
programmers! We know which
games we like - what we don't
know, for sure, are exactly
which ones light your fire.
Hence these new awards,
Once we've processed the
forms we'll not only print
the results, but we'll be
sending out certificates to
the winning developers
telling them that they've
wWon, oo,

S0 WHAT’S THE
POINT?

Waell, for one thing, you
have the chance to see
your favourite games get
the recognition they
deserve. For another, you can
find out if your taste tallies with
everyone else's. And third, if,
through these Readers' Awards,
we manage to make it clear to
software companies and
programmers the sorts of games
you lot really appreciate, maybe

we'll get a few more
up to that standard in the future.
It's good news for everyone.

AND NOW: A WORD
FROM OUR SPONSORS

Finally, you'll have noted that the
awards have been sponsored by
Hornby. They've got Galoob's
Game Genie (originally developed
by the lovable CodaMasters bays!)

SUPER PLAY
EADERS’AWARDS

to be released in
the Spring, which allows you to
cheat at SNES games. We have the
first 10 UK examples to give away,
which we'll be doing around
March, shortly before the system is
released — and we'll be giving
them to the 10 people who make
the best guesses as to what the
Top Five games will be. Hey, we
just want to rewarded some of vou
for taking the time and effort to
contribute your votes!

LN GAME GEN ! I

The Game Genie: what it is,
and what it can do.
Worth £44.99 each, the Game
Genie is a very clever thing.
Looking almost exactly like a
SNES game cartridge, it's been
one of the higgest toy
sensations of the last year in
America, and looks set to cause
the same Kind of stir here.
Usging the Game Genie
plugged into your SNES, with
your game cart stacked on top
of it (like you'd do with an
adaptor), you can enter simple
codes into your machine to
allow infinite energy, infinite
lives, infinite all-sorts really.
Hornby provide you with loads
of codes for popular games
when you buy the Genie, plus

publish new ones for the latest
games every few months. Not

cnly that, the'*,r also run a
helpline — you can ring up for
the latest codes (though they'll
only give you three per call, so
you don't clog up the line).
However, for the 10 winners
of the first Game Genies in the
UK we've got a special deal:
& You can ring up for any
number of codes you want.
» You'll also get free up-w-tllé-

minute codebook updates,

The American Game Genie — the UK
models will look like UK carts. —/
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VOTE HERE FOR THE BIGGEST
SUPER NINTENDO AWARDS

EVER HELD IN THE UK!

To vote is simple. First, sit down and have a good long think about the games you've played, seen and
read about over the past year — anything up to the releases reviewed in this issue count for
most of the awards, though (of course) not the games due in January or whenever.
Now carefully fill out your answers on this form. (A photocopy or clearly
written out copy will do, if you don’t fancy cutting up your mag, but
remember — multiple entries will result in all of them
getting filed in the bin.) Then send it to us at Super

'---------------------------------------------‘-

F!/\

To take part in the awards is simple.
Just fill out this form, and send it to us
at the address at the bottom of the
page. All games covered in the awards
must have been released in 1992.

Best SMES beat-'em-up

Best SMES shoot-’em-up

EEEEEEEEEEEEEEESSEEEEEEEEE AR EEE R EE R R R

Best SNES sports game

{ie game based on a film, comics character or
other ‘outside’ source)

Most origial SNES game

Best SMES strategy game

Best licenced game

Best SNES Role Playing/Adventure Game

Best SNES puzzie game

Play Reader's Awards 1993, Super Play,
Future Publishing, 30 Monmouth
Street, Bath BA1 2BW.

Easy, eh?

>>The Golden Bees

Best SNES game of the year

Best SNES peripheral
(le joystick, adaptor or other add on)

AR RN N RN R

Best thing to happen to the SNES market In
1992

Worst thing to happen to the SNES market In
1992

Game we're most looking forward to next year

Favourite international software publisher

(le software house based outside the UK)

Favourite UK software publisher

(le company based in the UK currently working
on SNES games

Favourite International software developer

Favourtte UK sottware developer

BENIEH
FROM
HORNBY

SUPER PI.AY READERS’ AWARDS 1993

PREDICT THE WINNER AND
WIN A GAME GENIE!

As you know, the first ever Golden Bees are
sponsored by Hornby, and, In particular, thelr
upcoming Game Genle. We've got the first 10
UK Super Nintendo-specific Game Genle's In
the country to give away, and we'll be sending
them to the readers who correctly predict, in
the right order, the top five reader cheices in
the Best SNES Game Of The Year catagory. if
you think you know what's going to win, make
sare you fill this bit out now! -

I predict the top five Best SNES Games Of The
Year will be:

z}lilllllllllllllllllllllllIIIIIIIII-II!II"'ll.-llllllllll

EEIEE SN NN RSN RS SRR

mmEl ISFEEENFENFEEERERESFEERFERRRERE

Now retumn {o form to us at Super Play
Reader’s Awards 1993, Super Play, Future
Publishing, Bath BA1 2BW pronto! (After all,
you don’t want James Bond Jr to win best
licensed game now, do you?)

---------------'
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-TWO OF AKIND -

THE WINNERS!?

You are a supreme being - with the
power to command the forces of
nature - Earthquake, floods,
volcanos and oceans. Power to turn
plains into barren rocks and oceans
into fertile land with promise of
plenty. Limit to your power is your
followers, scattered on the worlds
throughout the universe. They raise
crops, build towns, and multiply thus
increasing your power to smite your
enemies, the followers of evil. Can
you control and increase this power
- to eventually get rid of the evil.

i) S Fourteen dii?;erent worlds await your
: . conquest.

Blistering pace and superb tactical
game glay has made KICK OFF a
legend in computer games world
wide. Packed with options like game
speed, KIT DESIGN, edit teams and
player names, 4 different types of
competitions, it provides a wide :
variety of game play. Action Replay [ %’
facility lets y?u enjoy the g]ﬂull.:s f “o
moments at leisure. Battery back u R ainrn unireiinn
ensures that the competition re’sultl:;, ) F th f&i{fﬁf fM}ﬂ
kit design, team and player data is | G e A
stored for instant recall. i '

Distributed in U.K. by Anco Software Ltd. Unit 7 Millside Industrial Estate,
Lawson Road, Dartford, Kent DA1 5BH U.K. Tel: 0322 287782

Gn
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OCEAN, THE RED-
NOSED SOFTWARE
PUBLISHER

SLEEPIWALKER
Ocean

leepWalker is Dcean's attempt to do a bit of good for the world.

Lasnched to complement Red Nose Day 4 (on 12 March), it's hoped the

game will raise £500,000 for Comic Relief. About £5 will go te charity
from each copy sold. And there'll be a National SleepWalker Challenge, too.

As for the game itself, well, you can probably work out for yourself what

it inwndves. I's a neat idea. You're in control of this rather flea-bitten dog,
and he's got to look after a sleepwalking kid, who's wandering lemming-like
round lots of peril-strewn levels. If the kid gets woken up, you lose a life.
You've got to defuse bombs, fight otf baddies, bridge gaps in the floor and
T @@ooa 90 anything that's necessary to

clear a path for him. Much of the
Pl | -.I - Ii
&% g

E ——

game's appeal will lie in its
cartoony graphics, which illustrate
wonderfully the nasty things
happening to the dog.

A ‘hangdog’, perhaps? The things
people’ll do for charity, eh?

The Red Nose link seems
tenuous - the characters will have
red noses, apparently, and
there’ll be some ‘crazy voice
overs' from Lenny Henry - but
SleepWalker's heart is in the
right place.

Work hasn't yet started on the SMES version - the pics here are of the
Amiga game, scheduled for a January release - but we're assured that the
wrs should get cracking
‘pretty soon’. Expect a graphical L
improvement over the Amiga
version, which looks pretty

scrommy in itself.

Arrrrgh! A ghost! Get rid of it, before it
wakes up the kid!

mmy I I 1 1

FAGACAGAEAEAgR

If all else fails, stall the kid till
the danger has passed.

Between each level there'll be a neat
graphical interiude.

Another Super Mario Kart

compatible adaptor!

Oh yes, it hasn't taken long for the adaptor people to come up with

assorted little widgets that'll allow you to play even the most
adaptor resistant of imported games on your UK SNES - even the
recent special-chip equipped Super Mario Kart. Last month we

gquoted the SNES Game Converter (European version) by Spellbound
as the first of these (Datel and others have since joined them) but no
- geems an outfit called O System, (0727) B26 753, beat 'em all to it.

Their adaptor costs £17.60. So now you know.

SUPER PLAY’S

Expecting a Super Nintendo for
Christmas? Wondering what to ask
for to go with it? Here are five of
Super Play's fave SNES games.

SUPER MARIO KART SUPER MARIOD LWORLD

NINTENDD: The LK release of the most-
played pame in the Super Play office has
been brought forward to December, just in
{ime for Christmas. And i's absoluiely
fabulous. The race tracks are challenging
and fun, with one player or twa, and an
tog of that there's an absolutely brilliant

layer bonus game. If this isswe of

Super Play iz late, you'll know why
NINTENDD: It might szem superfluaus to
be recommending the mast famous, and
perhaps the best, Super NES game of all
time, but the fact is that lots of people wil
he buying SNES' this Christmas that don't
Lome with & copy of Mane World We'd
just fika to make sure they don' forget to
pick Lp & copy. Super Manio Worid is
rrassive and ridicubously playable,

THE LEGEND OF ZELDA

NINTENDO: covered in issue 2,

i'g?"‘ ihe review being that if

.":'.'l_J Was

you dig
without ever having played Zeida, you'll
fiave gone to the grave unfulfilled, |'s
fuite different 1o the majority of SNES
names, being a gently paced yet utterly
rompulsive fantasy adventure. The depth
af the game is immeasurable.

ELECTRONIC ARTS: W= haven't yel

g'vie decided what wa'll
be saying next month when we do. On the
Mepa Drive, Deserf Strike is a fabulous
shoot-'em-up (with a strategic side) whers
you fly round in a helicopter blowing up
things in the desert. The SNES varsian,
from what we've seen, looks jusl as good.

reviewad fhis, but

RAMPART

ELECTRONIC ARTS: & game that proves
that decent graphics aren't essantial for a
M one-player
made, With two it Decames abscanely
addictive, and dangerously competitive.

glassic. The game is fun

HOT LIST

i
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IT WAS THE BIGGEST COMPUTER & CONSOLE GAME SHOW

EVER HELD IN THE UK! WERE YOU THERE?

COMPLETE

SHOLW REPORT °

By Matt Bielby

0, were you there or were you squara?
Actually, if you did go you're far more
likely to be flat than square - the show

was absolutely packed with people, on the

Saturday and the Sunday particularly, with Earls

Court quickly reaching peak capacity. Before

someone had the smart idea of opening one of

the outside doors to redirect the crowd, it was

taking an average of 30 minutes to get the 20

yards from Hall One to Hall Two, such was the

crush of people trying to get through the

(actually fairly wide, but in the event woefully

inadequate) connecting corridor.

Indeed, such were the numbers arriving at
the show over the weekend that for long
stretches at a time the front doors had to be
shut, with nobody allowed in. Radio
One broadcast warnings to stay away,
the local tube station was shut for a
time, a couple of scuffles apparently
broke out amongst the waiting crowd,
while inside some people fainted from
exhaustion — it all added up to excited
'Mario Madness!' reports in at least six
of the national Sunday papers, with
Earls Court staff claiming the crowds
were the biggest they'd ever seen!

The show was certainly a roaring
success as far as attendance was
concerned, then, which makes it very
good news for Future Publishing, the
show organisers, as well as the people
behind this very magazine. After all, it's
the first event of this size we've ever held, so
it's nice to see it so popular, and go off so
(relatively) smoothly. We'll certainly be holding
a similar event next year, when the show will
not only be bigger, it'll be held at the far larger
Olympia venue, hopefully allowing show goers
a little more room to breathe.

But that's all yet to come — what we're really
interested in here is this year's event. 5o what
was there actually at the show to see?

Well, for a start there were an awful lot of
people in very silly costumes. Prince Of Persia,
over on the Domark stand, seemed to have

forgotten his turban (he loocked more like a
glightly lost member of Spandau Ballet), but the
triple whammy of a convincing-looking
Pitfighter, James Bond's jet-powered Aston
Martin and a couple of Bond girls more than
made up for it.

Over at Sega, a slightly overweight Sonic

and Tails bounced around, the actors inside
obviously struggling under the heat and the
weight. There was no Mario at the show —

FUTURE ENTERTAINMENT




Nintendo seem to have missed a trick there —
but James Pond, a penguin (we weren't sure
what he was there for, until we remembered
Penguin biscuits sponsored Pond's newie,
Aquatic Games) and a less-than-convincing

Darth Vader were in evidence. S0 were
Lemmings — hn

every 10 year-

ds of them. Just about

i at the show seemed to have
sprayed green and face

painted blu mosis stand, before

bodily throwing themself (dressed in sticky

velcro suit) at a vertical “Splat!’ fly wall

Other Things To Do at the show included an
excellent dry-ice filled, inflatable maze in which
around playing Lazer Tag -

show goers ran

Radio One Roadshow (where prizes could be
won and stars like MC Mario, with his rousing
version of Top 10 song Super Mario Land,
listened to), the Future 3D Experience (the lass
gaid about that the better), Virtual Reality

to be awed by, dodgems to bounce
of and plenty more.

nwhile, ‘Hacksaw' Jim Duggan, the
WWF wrestler, got the crowd going on his
periodic visits to the video wall and picture
gigning sessions on the Acclaim stand, the staff

of most of Future's magazines did assorted
seminars on our own stand (hi if we saw you
there), and various gameplaying challenges
wera run throughout the show. You could win a
leather jacket if you got over a certain score on
Mega Drive Road Rash IT at the Electronic Arts
stand, you could win assorted goodies at
Gremlin if you did well at Nigel Mansell (Amiga
version) = and then there were the National
Computer Games Championships 1992,

This is, as you probably know, the biggest
gameplaying event ever held in the UK - the
only one to be worked out through heats
organised up and down the country, and
certainly the only one to ever offer anything like
£10,000 in prize money! Even the second prize
winner got £4,000, which isn't to be sniffed at.

So how did it go? Well, first off we had the
semi-finalists from all over the country, who
converged on Earls Court on the Saturday for
the play offs. In the semi's our hopefuls went
through Spiderman And The X-Men on the
SNES (see review page 72 this issue), Tazmania
(Mega Drive) and Road Rash (Amiga), showing
off their gameplaying skills in front of massive
crowds, commentated on by (amongst others)
Super Play
publisher Steve

Hese's Hacksaw' signing pechures and pressing f the Acclaim stand

Blebs \ta] al Ehe 5t
glar Kristian Schmid and, of course, Sad influgnce's Andy Crang

Carey. At thie end of all that

our finalists turned out to be
Allan Brett, a 17 year-old
gtudent from Nottingham, and
Tony Eatin, who's 26 years-old
and comes from Stafford.

On the Sunday, then, the
two met again for the finals, this
time introduced by a slightly

more famous presenter — Bad
Influance! TV star Andy Crane. "
The games this time were
Lemmings IT {Amiga), Sonic 2 (Mega Drive) and,
of course, our very own Street Fighter II. And
the competition was fierce — the two contenders
gitting at their consoles at opposite sides of the
giant video wall, their faces
(blown up to about six foot
across an the screen!)
locked onto the games, their
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concentration total. In the end though there
could only be one winner, and that winner was
Allan - currently the richest (and almost
cartainly the most popular) 17 year-old in the
North Midlands.

Not all the gameplaying going on at the
show ending up with someone being presented
with a mega prize, however. On software house
stands up and down the hall, there was plenty
of joystick-bashing going on just for the sake of
it. Acclaim showed off stuff like Spidey & The X
Men, Krusty, Alien 3, Terminator 2 (a Super
Scope game taken from the coin-op), Super
WWF, Crash Dummies and George Foreman's
KO Boxing, while Ocean’s massive video wall
splashed things like Lethal Weapon 2, Addams
Family 2, Cool Warld, Pushover (reviewed this
issue), Exhaust Heat and Robocop 3. Over on
the massive Nintendo stand they
had 18(1) Street
Fighter IT's lined up
for you to play, as
well as Top Gear, UN
Squadron, Pilotwings,
Blazing Skies (the US
version of Wings I,
reviewed last issue),
Turtles IV, Super Alaste,
Super Probotector, Super
Mario Kart, Super Soccer,
R-Type, Super Mario World,
Paperboy 2, Final Fight,
Zelda IT, Rival Turf, Super
Tennis, F-Zero, the first
Addams, Super Adventure
Island, Ultraman,
Castlevania and more

Then there was
Electronic Arts with NHLPA
Hockey '92, Desert Strike,
Madden "93 and PGA Tour
Golf, UbiSoft with Jimmy
Connors Pro Tennis Tour and
plenty of others dotted about

hands perfromed. Ambass

the place too. (Okay, I admit it
counting at that point.)

It wasn't all just looking, though — on many
of the stands you were actively encouraged to

I gave up

part with your cash, and some of the bargains
on view made it very difficult to resist. Datel
offered £10 off their Action Replay cartridge, for
instance, selling it for £39.99, while Virgin Retail
had a fiver off Street Fighter IT, and Krusty's
Super Fun House for a special bargain £29.99!
Over in the second hall of the show, where
all the retail stands were situated, there were
even more bargs to be had - we saw UK Super
Nintendo adaptors for a mere £4.99
(goodness knows how well they work),
while import games were as low as
£25 per cart. Over at Complete
Entertainment, probably the
exhibitor with the most Super NES

stuff on sale, crowds were four
of five deep at the counter for
much of the show.

Owerall, then, this vear's
show was an unqualified
success. Sure, there are
lessons to be learned — we
nead a better PA for the video
wall, we need a larger venue
(this year the narrow
passageways between the two
halls turned out to be a major
liability), and we need some
way of making sure not
everybody tums up at once (as
happened on the Saturday).
Having said that, though, this show was
excellent — well attended, with lots of good
events organised, some excellent stands, and
plenty to see and do. And next
year's will be even better. Roll
on Future Entertainment
Show '931
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A top notch Mega
Drive conversion
from EA!

DESERT STRIKE
(Electronic Arts)

here are very few reasons for owning a Mega Drive in
preference to a Super NES, but one of the solidest has

always been Desert Strike. Mow even that has been
blown away like sand in the wind with the release of the
Super Nintendo version,

The game, in case you're unaware of it, is loosely based

on Operation Desert Storm (all that business with Arabs
and Scud mi fa coupls of years ago). In it you're
given a ma 1eavily armoured helicopter and a huge
expanse of hostile desert to fly round it in. The ground is
scattered with buildings, air bases, radar stations and
baddies (everything from foot-soldiers to tanks), all of which
want to be taken out with your machine gung or air-to-
ground missiles. Wateh out, though, for friendly forces 2
hostages (which should be rescued). And, of course,
pick up extra fuel or ammao if you can find it. Each levi
brings a new stretch of desert and a new set of objectives
They start tough, and gt tougher,

The Mega Drive game was spot-on, and from our brief
foray the SNES version seems to be just as good. We haven't
been too impressed by Electronic Arts' attempts to convert Mega Drive games to the SNES s
(& real shame that, as games like Madden and PGA Tour
Gaif are works of genius on the Mega Drive) but Desart
Strike should make amends — and some. Qut n
import, over here in January and rev

Blow up everything at the
airbase, just tor the hell of it.

Pick up ammo and fuel and
dump your rescued troops.

@ For those who can't wait, you can read the
first official UK review of Desert Strike in the
launch issue of our sister magazine
GamesMaster (see balow), available where
You bought this copy of Super Play right now! The tanks take 2 fair bit of
punishment before they die.

It’s in the shops as you read this!

the shops the very same day this issue of Super Play did. If you haven't got your
copy yet, better rush back te that newsagent and buy one now, hadn't you? Mot
only does it come with a free double-sided Desert Strike calendar, a free 100-page tip
book (including loads of SNES game cheats) and
some lovely stickers stuck onto the front, not
only does it have Dominik Diamond in it, not only
does it have the best Mega Drive and Amiga
reviews you've ever seen, it gives healthy
coverage to the Super NES too. The first issue,
for instance, brings you the first ever review of
the excellent UK version of EA's Desert Strike,
plus a Krusty's playing guide and more. And
what’s more, it's only £1.75 a copy! (Why not
buy two and give one to a friend?)

The brand spanking new GamesMaster
magazine - you can’t afford to miss it.

That‘s right, the UK’s biggest ever computer and console games magazine arrived in

Or '‘Book’, as it might be more accurately
titled this month. It's a good 'un though,
as Jonathan Davies discovered.,.,

. THE LEGEND OF
SHMEL  ZELDA: A LINK TO
1]{1““““ THE PAST

OF ZELDA:

ALINKTO

THE PAST
GAME SECRETS

B ISBN 1-55958-204-9

This, and lots of other Super Nintendo-

related books, can be obtained from Computer

Manuals. They can be contacted by phone
on (021) 706 6000, or by post at Computer
Manuals Ltd, 50 James Road, Tyseley,
Birmingham B11 2BA.
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SUPER DEFORMED HISTORY I_I_l '] H I_ I]

The Super Nintendo and Japanese animation lead
intertwined lives in the Land Of The Rising Sun.
Almost like they’'re married, in fact. They're not the
only strange bedfellows that country boasts either,
as Helen McCarthy explains...

arriage is a funny

thing. Two people,

very often with
little in common - | mean,
they ' re usually not even the
same sex! — declare their
intention to unite and
produce offspring. These
offspring may well share a
few characteristics with
their parents - that's
genetics for vou; but in
many cases they'll develop
in ways no-one could ever
have predicted.

That's exactly how the
Super Deformed robots and
maobile suits of games like SD
Gundarm came into being. In
this case, the ill-matched
couple were two of the most
popular concepts in
Japanese culture, the
seemingly opposed ideas
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of cuteness
and technophilia,

We looked at the Japanese
love affair with Cute last

issue. The other great love
affair of the twentieth
century in Japan is with
technology, specifically
robot technology. In the
aftermath of World War 11,
the Japanese saw imported
technology as the one
chance to help their mostly-
rural, near-feudal soclety
catch up with the developed
and victorious West. Fifty
years on, Japan Is the new
Robotopia.

Despite the fact that
robots pushed up
Japanese

Lert:
Mean,
mioody,

magnificent -
exnactly like a giant
robot showld look.

productivity to undreamed-
of levels, and that there are
more working industrial
robots there than anywhere
else in the world, it's not
only for business reasons
that Japan loves robots. Tin
men, from sentient creations
like Tezuka's Mighty Atom
(Astroboy In the US) to
operator-driven suits like
those in Mobile Police
FPatiabor or the Gundarm
saga, don't rely on the
muscles of their human
creators. They give the little
guy an even chance in the
big world, and

since Japan ls -

suino wrestlers

excepted — a

nation of little

guys, the appeal

is obvious, Shiny,

hi-tech robots

deliver all manner

of fantasies, from

moving mountains

to flying, and they

beat the hell out of a moped
to impress girls,

But they're not
cute, Or, at

Super Deformity is a
variation on the Cute
concept of the -chan.
Lhan, a

least : Japanese
o FIFTY YEARS DN i
excepl (FROM WORLD WAR meaning
for the : darling or
Cec i ab 11) JAPAN 1S THE NELU i
wacky ROBOTOPIR® usually added
variation, to the names of

until some bright spark
looked at the idea of cute
with fresh eyes and dreamed
up the utterly

Japanese

concept of

Super

Dreformity.

small children, animals, or |

boy/girliriends. Making
favourite anime characters
cute gives them a whole new
lease of marketing life, so a
wave of -chan versions
appeared,

To make - o

|
i
r
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uffix
ITLE AT irng
darling or
ear, is

1ally added

¢ names of

animals, or

iking
aracters
whaole new
life, so a
ions
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a character into a -chan (in
case you've forgotten my
last article), vou enlarge the
head to about one-third
body size and shrink the
body. The face is rounded
and the eves wider than
ever. The idea
worked and
S0 it was
used
with
robaots.
Girls
hadnt really
gone for robot tovs
before — pow. suddenty
there was a whole new
market for the mightv
mecha

There was still a
problem, however
Girls big and little will
buy Cute items by
the bushel; bovs
are less likely to
do s0. How
could a sel-

respecting

‘SD PERSIDNS ERCEL
AT PRRODY, POKING
FUN AT THE MOST
UNLIKELY SITURTIONS®

Japanese high school boy be
seen with a cuddly version
of his favourite robot?

Then came another
brainwave - if you made
these cute, innocent-looking
little creatures mischievous,
manic and generally
disruptive, you
could also

create a

whole new
world of
stories, The
characters'
personalities could

change with their

bodies,

Another cute little
Gundam creature,
Left: Hero with one of the

without doing violence to
fans’ passions for their
heroes or the continued
marketing of the life-size
versions, These new -chans
could be agentz of chaos,
just as attractive to small
boys as the cute versions
were to their sisters, They
were even given their own
name — Super Deformed,
abbreviated to S0,

Comedy has always been a
favourite theme for anime,
and 500 is a perfect comedy
vehicle. The 5D Gundam
series takes the heroic
nobility of Char Aznable and
Amuro Ray and stands it on
its head, as the characters of
that saga of courage

and hope

become crazed little

mannikins running hotels

and playing out their

lunatic rivalries at sports
days, eating contests,
monster bashes and a host
of other insane events. The
Gundam mecha acqguired
their own 5D series and
merchandising, independent
of the ‘real’ characters,

The SI) concept is
everywhere. Ultraman has
acquired his own SD anime
series, in which the heroic
fighter for justice is seen as a
harassed salary-man in
Ultratown, coping with

problems far sillier than in
his rubber-suited days. Top
animator Nagai Go has an 58D
series devoted to his own

giant ‘mobile suits® from
Metonalor Orgun.

Below: Two heavily armed
Gundam suits stand quard.

Uh-oh. Looks like nat
everybody in Japan
lakes the concept of
the giant robot guite
as seriously as they
should. Take the
Gundam robot on the
left - not only has be
been ‘Super Deformed’,
he's also been dressed in a
medieval knight-in-armour
outfit! Or what about
mighty Wiraman - reduced
to a cute little elf? And -
worse! - these 5D versions
now rival the ‘real” ones
for popularity!

universe, in which
menacingly sexy characters
like Devilman are sent up to
devastating effect. SD
versions excel in parodies,
poking fun at the most
unlikely characters and
situations.

And, of course, Super
Deformed characters are
wonderiul vehicles for
gameplay. Keep a look out
for those enlarged heads
and squashed up bodies -
they appear in lots of
Japanese Super Famicom
games. Deformed they may
be, but the offspring of
this unlikely marriage
between massive

fighting machines
and wide-eyed,
short-skirted
princesses are
definitely Super.

ANIME CONTACT
Anime UK Magazine,
70 Mortimer Street,
London W1. (£3.50 from
good 5F/comic shops, or
mall order from
publishers

+ 5lp pdp.)

MERCHANDISE OF THE MONTH

No 2. NINTENDO CALENDAR
PICK UP A HOT DATE (OR 365!)

Girls have calendars with puppies and kittens on, garage
mechanics have calendars with naked ladies on, and
Athena customers have calendars with black-and-white
pictures of people snogging at railway stations. But, until
now, games players have been a bit stuck when it comes to
remembering important dates.

Not any more! The Power Game 1993 Calendar not only
gives you a slot for every day of mext year, but each month
is tastefully illustrated with scenes from top Nintenda
games (see below). For example, January is Super Mario
World, February is F-Zero, April is Zelda, and January 1994
(thrown in for luck) is Pifotwings. Useful dates also include
when Daylight Saving Time begins, George Washington's
birthday and Columbus Day, along with the dates of
Hanukkah, Martin Luther King Jr Day and Thanksgiving.

The sad news? The Power Game Calendar isn’t widely
available in the UK. Ours cost £9.95 from Forbidden Planet.

MARIO BECOMES SAFETY
WATCHDOG!

The Health and Safety Commission
has teamed up with top house
builder Beazer Homes and
Nintendo for a child safety
campaign. Mario is going to be
used to warn Kids nat ta play on
building sites with the message
‘Game over - building sites are
dangerous. Mario's got more
than one life, you haven't.’
Posters with the slogan will
be appearing in schools and
on Beazrer bullding sites around
the country, with a competition
offering Nintendo prizes
backing the message up.
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CHARTS ACROSS

S k ﬁ Ij agge ¥ Every monthTSltpHar Ey rﬂqgg kBllghlighting

. the sales of Super Nintendo and Super Famicom games across
Revolt O The Westicans the world. Now you can see how well your favourites are doing
—— W% u H { ou may have on the global stage...

seen this

BUBBLE GUM CRISIS!

x & x &0

L

: appearing on

{ offer from import OFFICIAL PENGUI

¢ companies over the GALLUP UK CHART
past couple of
ml:ﬂ“:a::jrm Compiled for Super Play by Gallup Compiled for Super Play by Console Concepts
mhl" S.THEET FIGHTER Il STREET FIGHTER Il
licenced from some Capoom Capocom (Jap/US)
sort of American TV ZELDA Iz A LINK TO SUPER MARIO KART

THE PAST Nintendo

SUPER WWF
WRESTLEMARNIA LM

JOE & MAC: CAVEMAN
MNINJA Elite

TOP GEAR

Mintendo

TEENAGE MUTANT HEROD
TURTLES IV Konami

SUPER SOCCER
Mintendo

SUPER PROBOTECTOR
Honami

EXHAUST HEAT
Ocean

PILOTWINGS
MNintendo

. . . . cartoon Drtf.l] line,
he things pesple will do for a piece though we've never

ange-favour bubble gum, eh? heard of it - little

3 loss, it would

appear, since from our first few goes it's less than spectacular
stuff. Twe odd elements liven up the game a bit though. First,
you get a T0-plus page ‘novel’ with the game, packed with
clues to belp you get through the game's puzzies, apparently.

Nintendo (Jap/US)
BART'S NIGHTMARE
Acclalm (LIS)
DESERT STRIKE
Electronic Arts (US)
AMAXING TENMNIS
aAbsolute Entertainment (US)
WINGS 11
Namco (Jap,/US)

COSMOD GANG

Mamoo { Japs)

NCAA BASKETEBALL
Hal America (US)

IREM SKINS
Irem (US)

JOHN MADDEN "93

Electronic Arts (US)

¢ ELSPI

e L o) ‘ We hate to say “told you s0', but Events are taking a rather more dramatic tum in the
| Zelda rockets up to the nember two impart charts (apart fram the tap twa slols, which are
OW QrORades, 4 piack belt in karate is fine - until you PENGUIN |

i— slot, with only the unchallengable about as surprising as... well, they’re not very

- grape makes YoU 00t someone with very sharp sword. < oupmares Street Fighter If bettering it. There saunprising, anyway). Axelay plummets from view, with
imvulnerable | too, and new this month, ane the fab Desert Strike (review next month) replacing it as the top
(encased in a cocoon of bubble gum) and sea lime turns you Super Prabatector, Turtles and Pilotwings, but we're SNES shoot-'em-up. Bari’s Nighimare seems to be doing
into a mad bubble gum thing, which whizzes around the screen surprised to see UN Squadron dropping out so early - well, despite a mixed reception (we loved it, though)
lilling enemies. No space to fit the full review in this issue, perhaps it's just taking the month off. Next month, and the hot new contenders this month seem to be

we're afraid, so you'll have to wait till next ish. walch out for the now-available-separately Super Mario Cosmo Bang and Amaring Temnis, reviewed this issue,
World, as well as a strong showing from Super Aleste. and Joha Madden 32, which we'll look at next month.

Compiled for Super Play by Woody Carter

STREET FIGHTER Il

Capoom
SUPER MARIO KART
MNintendo
DESERT STRIKE
Electronic ars

NCAA BASKETBALL
Hal America

AMAZING TENNIS
Absolute Entertainment
WINGS 1l
Mamco

THE IREM SKINS GAME

Irerm

SOUL BLAZER

Enix
MARIO PAINT
Minterndo

SUPER DOUBLE
DRAGON MNintendo

o o Compiled for Super Play by Tai Omo

DRAGON'S QUEST V

Enix
SUPER MARIO KART
Mintendo
STREET FIGHTER Il
L '.-=[' SN
SI..IPEH MARID WORLD

n the struggle to keep : Nintendo

up with weighty SUPER DOUEBLE

imported game DRAGON Technos
controflers — things like MILITARY BATTLEFIELD
the Capcom Power St
Fighter - specifically MARIO PAINT
designed for use with il
am_wﬂm games GGS!\F‘ID GAMNG

The clever, bt pricy, fm. like Sffﬁﬂﬁﬂmarﬂ, MNamoe
British outfit SD GUNDAM V

Bandai

Spectravideo have came up with this, the rival Topfighter.
Gompatible with Super NES any, it has five-speed slow- (D COMPETIMON oo
maotion, assorted heavy duty micro-switches and a neat
Action Sequence Memory facility, which allows the player to
program his stick so that one fire button press will perform, J‘*’ell.:hat a surprise! Dragon Quest I again tops the Lots of great games in the US chart this month, many of
say, jump, kick and punch in one move - ideal for reliable ap charts, and looks unassailable - qbwh out our which are already doing very well on import irl_ﬂ1is

i feature on page 60 for more. The Mario games and country. We've réviewed all the games in this
access to the more complicated fighting moves in Street Street Fighter i won't surprise anyone, nor should chart already, a:ui thw'r;:::;rnllr good. He'llr;ha'u

E ANSSI

E66T AMYNNYI

Fightar Ii every time! There is a price for all this technology Doubie Dragon (see this ish), Sundam or new entry thi two fugitives, Desert Strike and NCAA Basketball,

though — around £60. Phone Spectravideo on (081) 902 Cosmo Gang, bul goodness knows about the popularity next issue. Expect the American version of Mickey

2211 for more details, of Mah Joag. (Oh, and Jonathan's getting excited by the Mouse (the Japanese one's reviewed in this lssue) to
sound of a Military Baftiefield simulator...) (Nod! - 40} chart soan too, with Super Star Wars hot on its heels.
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SUEFE

ANOTHER IN

OUR SERIES OF
SHORT CHATS
WITH SOME OF
THE LEADING

LIGHTS OF
SUPER NES

DEVELOPMENT

Une of the New Enown

pholographs of Eric

ithoul his sunglasses.

| 3K i fJood look you

might not get the

Chance again

-

- 1'

Eric Matthews is the most prominent member of

l'he Bitmap Brothers, probably the bestknown UK
hased programming te people behind
successiul Ami 1l & 2,

\Illl i

% and Tl

S0, Eric, what SHES games

are you actually working on?

We've got Cods, which is
I‘Ianﬂriu;.,r completion, and
we recently started on The
Chaos Engine. Rob Trevellian,
who worked on the Amiga
Speedball 2, is doing the
programming. He's more
experienced on the SNES than
some of the others here, Also, |
think it's good to get someone whao'll bring a few fresh ideas to a
project when you convert it to another machine, rather than just ask
the original programmer to rehash what he's done before.,

50 what new ideas has Rob brought to Gods then?

We've changed it quite a lot actually - it's now a faster, more

arcade-like game, We spent a week just deciding how to change
the controls to take advantage of the extra buttons on a SNES joypad
- the game's now a lot less fiddly to play, and vou can do things like
change direction in mid air, which you couldn’t on the Amiga. We've
also increased the frame rate to get it faster, and | spent a while
mucking about with the possibilities of the SNES colour palette

ERIC MATTHEWS

By Matt Bielby
LeTt: Assoried hi““ﬂlhm
Bitmaps in ‘classic’ m“ﬂ“ hm

pop star pose. Eric's

Yes. | think so, anyway! One
at bottem right i

thing we've leamed from
Nintenda is the importance of
rigorous play-testing, When we'd finished a version we were happy
with, we'd submit it to Nintendo Of America, who'd playtest it We'd
get pages and pages of suggested improvements back. One thing
Nintendo won't stand for is the possibility that a player might get
trapped on a level - there should always be a way forward. To make
sure of this, we had to change some of our maps so it wasn't possible
for you to put down the world key, say, on top of an inaccessible
tower, and then never be able to get back up there to retrieve it

Do you think this cument practice of oid Amiga games getting
revamped for the Super NES is a good thing?
A!f you do it right. We spent 10 months totally redoing Gods for
Nintendo to make it a good SNES game. However, | think we're
about to see a number of fairly poor Amiga games appear on the
SNES which are basically ports from the old machine. The two
systems are so different, you need to rejig it to make it work.

Is thera any dream project you'd really love to do on Super Nistendo?
And amry chances of It happeaing?

AWL’{I love to do Speedball 2, or, rather, a SNESspecific Speedball
J, totally reworking the basic idea for the new machine, We
haven't so far simply because nobody's asked us - probably because

Speedball 2 is thought of as too old a game, and there were
distribution problems with the Genesis version (American version of
the Mega Drive - Ed.) which meant it didn't sell well. Though we
didn’t do the Genesis version,
| think it's good, with
improvements over the
original = ie the fact that a
different colour palette makes
it easier to tell the teams
apart. A real Speedball 3 on
the SNES, though would be
worth doing.

Gods on Super Nintendo (leftl and Fhe Chaos Engine, here seen
on Amiga but ‘soon' for SNES. Gods, for one, is now a faster,
prettier game than the original Amiga version.

The Bitmap Brothers were
the first ‘pop star’
programmers, pushing their own image the games. Do you think
the same thing s about to happen with Super Minteada programmers?
A | don't think we thought of ourselves as pop stars, It was partly
a mickey take, and partly an effort to make the creative people a
little more prominent. That's harder to do on Sega and Nintendo,
though, where the brand is the most important thing, but I'd still like
to think that SNES gameplayers will look out for any new Bitmap
Brothers games because they liked the old one. After all, they're the
same gameplayers who looked out for our stuff on the Amiga,.,

Gods will be available for the SNES on the
Mindscape/Software Toolworks label in January.
The Chaos Engine should be ready by Autumn.
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future of video games?

ince its introduction in the early '80s, CD

technology has quickly become accepted as

the norm for many types of media — music
in particular. You'd think the notoriously high-
tech world of computer and video gaming would
be quick to follow, but no - technical difficulties
and a dire lack of suitable software has seen CD
technology move forward, when it's moved
anywhere at all, in a series of fits and bursts,

Certainly Commodore and Philips have hag big

problems convincing consumers that they really
need a computer-based multi-media thingie
plugged into their TV, while the dire quality of
existing Sega CD software sees the Japanese-
market Mega CD currently dead in the water. To
anyone famillar with Nintendo business practices,
then, it can hardly have come as a surprise when
the company announced it was delaying the
release of its CD ROM system until August '93 at
the earliest. Nintendo has never relied on cutting
edge technology - remember how long the NES was
forced to soldier on, in direct competition with the
superior Mega Drive? = preferring to wait before
releasing a new system until the software and the
product is right, (And, equally, until they're sure
there's a massive market for it.)

Nintendo went public with this delay at the
Famicom Space World "92 Show last August - it was
just one of two major announcements Hiroshi
Yamauchi, president of Nintendo in Japan, made
concerning the future of the Super Famicom. We
told you about the other development last month —
the new cartridge based DSP2 chip known as
‘Super FX', which will allow the machine greater
speed and 3D capabilities. However, it's what the
CD delay says about the future of Nintendo CD
technology that coneerns us here.

NINTENDO VS SEGA: THE
TRADITIONAL BATTLELINES
ARE DRAWN AGAIN

layers have been waiting for the Super

Famicom CD ROM system since the launch

of the machine, way back in November
1990. Not surprisingly really, as Nintendo
announced the fact that they'd be doing one at
the time - a tactic intended to take the wind out
of the salls of Sega’s much-hyped Mega CD, which
was then well into development.

Despite this early announcement, we shouldn't
be too surprised that it hasn't happened yet.
Nintendo is far too cautious to make the classic
mistake Sega have made - its great hardware
rendered useless by a complete lack of suitable
software, the few games that have been released
taking virtually no advantage of the system's
capabilities. {(Indeed, most Sega CD games would
have been substandard as cartridge software.)

We expect the Sega
Mega CD to occupy a bit
of a sales backwater
until next Christmas,
when decent software
eventually arrives, and
(more importantly)
when the whole CD
games market gets a
massive boost from the
release of the Super
Nintendo CD ROM.
That's when the battle
begins in earnest...

Right: A speculative drawing of what the CD ROM system
for the Super Famicom might look like. It's highly likely

that the finished unit will be similar,

SUPER NINTENDO CD ROM:
WHY THE LONG WAIT?

he development of the Super Famicom CD

ROM unit has been plagued by more

problems than Nintendo would care to
admit. The high speed of technological advance
in the industry is the main reason - for instance,
the proposcd specifications for the system had 1o
be revised upwards when Sega unveiled its
expensive and sophisticated Mega CD last year.
As with the Super NES, Nintendo had to have a
significantly better product than Sega if they
were once again going to enter the market last.

As a result, at the Nintendo show last August

the company claimed to be re-designing the
whole unit to offer even more power to
games players. Another reason this was
needed is the new ‘Super FX' cartridge
enhancing chip, which will boost the
capabilities of the standard SNES
performance dangerously close to the dizzy
helghts the old CD ROM specification
offered. A 32-bit chip is now at the
heart of the CD unit, boosting
its processing capabilities
well above this new
generation of game
cartridges,

The other big
reason for the delay
involves a serious
amount of corporate
politics. The original
CD ROM development
plan was a joint
Sony/Nintendo effort —
many people expected this

Right: Hiroshi Yamauchi,

OM: 1= FUTURI

Commodore’s CDTV bombed. Philips’ CD-I system
could be in trouble. Sega’s Mega CD lacks decent
games. Now Nintendo delays its CD system another
six months. Is CD ROM technology really the

to lead
to the
development of an
indusiry standard.
However, things soon went wrong. Sony's own
plans with its Super Famicom/CD
hybrid, the Play Station, created a
rift between the companies, until
things reached a point where a
new alllance wasmade with

president of Nintendo in
Japan,-at the Space
World show last August.
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Understanding the current state of the various

than a little effort. To try and make things a bit
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CD-1

* Philips was the first company to

releass 3 CO- (Compact Disc-
Interactive) machine in the UK
earfier this year. Sony and
Panasamic have introduced similar
machines in Japan and the US.

Rather than being accessories for

consales or computers, CO-1
machines are stand-alone units
with processing hardware built in,
They are capable of full-screen
Full-Motion Video (FMV) with text,

. graphics and audio. it's fairly

impressive, fairly expensive - and
fairly long in the tooth. The actual
format was developed over five

years ago.

i

E OF SUPER NES GAMES?

CD ROM: THE FAMILY TREE

BY JASON

BROOKES

easier for you, then, here’s the exclusive Super
proposed and existing CD platforms takes more Play CD ROM Family Tree, showing exactly how
everything inter-relates...

| Designed by Sony and Philips in the

early '80s for storing sound in a digital
format. CDs offer a high sound gquality

CD digital audio

~

and virtually instant access to all the
tracks — unlike on a tape or
conventional vinyl record. |

S

s

|

CD ROM XA -

This is Sony's creation, and is
currently the proposed platform for
the Super Famicom CD ROM system
(below). XA stands for eXtended
Architecture, meaning extra hardware
will have to be included for the
simultaneous access of data, video
and audio. Sony are to release a CD
ROM XA machine called the Play
Station (right),which was first

| announced in mid '91, but hasn't been

released anywhere yet. An all-in-one
unit, it was initially designed to run
Super NES carts as well as special
Sony game CDs, but Nintendo wouldn't
allow Sony to make
P it Nintendo CD
(), " otendo
However, this
appears to

now that Sony
have recently

o

tied up again with Nintendo, with the
Play Station being allowed to run
Super Famicom/Super NES CDs too. (In
this it will be much the same as JVC's
‘Wondermega’ machine, which
crossed a Mega Drive with a CD ROM
player.) Both cartridge and CD
software will be compatible across the
Sony Play Station and the Super
Famicom GO ROM formats — which one
you buy will be purely a matter of
taste. Nintendo is continuing to work
with Philips to develop a CD ROM XA
“bridge-format’ which will make
Nintendo CD software compatible I‘i‘th)

Philips CD-1 hardware.

P s
CD ROM

The first GO ROM was produced by
IBM for use with M5-D0S standard
PCs. Since then, various
manufacturers have utilised CD
ROM technology to improve the
existing capabilities of their
particular system. Various
companies make CD ROM drives for
use with PCs, and NEC and Sega
already have units on the market
for use with their own consoles.

e

~

o i

PC CD ROM
Currently the PG has a wide variety
of CD ROM drives avallable, with a
rapidly increasing software hase.
To ensure compatibility across the
board, PC CO ROM units are very
similar to standard audio GO drives
= great for mass storage, but guite
slow at data retrieval. However,
with PCs relying on high density
hard drive storage, CDs obviously
solve all the disc-swapping
problems you traditionally get with
graphically intensive games like
Monkey Isiand I ete.

NEC PC Engine
CDRO

The first CO ROM unit ever released
for a console was for the MEC PC
Engine, way back in *88 in Japan.
Since then, new COD versions of the
Engine have appeared — the
smaller, clip-on Super CO (above),
and the all-in-one Duo (this was
released in Japan one day after the
Mega CD, and has sold far better).
Both systems have improved CD
drives and extra memory to cope
with new Super CD software and
music CDs with graphics (CD-G).

N

e

Sega Mega CD /
JVC Wondermega

Released in Japan last December,
the Mega CD initially sold very
well, but Sega-Japan have had a
terrible year. Software is still very
poor and thin on the ground - Sega
jumped the gun with this

one, though it's certainly a system
with great potential. Last month
the American version was launched
(under the name ‘Sega GD'), but UK
players will kave to wait until next
spring for the UK machine. The JVC
Wondermega (above) is a
redesigned combo unit that plays
both MO carts and Mega CDs.

o

P
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Commodore
Amiga CDTV

Launched in May "91, Commodore's
COTV was initially presented as a
home multi media station, keeping
its Amiga origins well hidden. When
this bombed (due to the high price
and poor software), it was
relaunched this year as the Amiga
COTV, with keyboard and disk drive
pack turning it into a swish looking
black Amiga with built in CD drive.

S e




Can it be true?
I1"s... a pic of
a Super
Famicom and
a... Coee

SO WHAT CAN CD ROM
ACTUALLY DO?

exact specifications of Nintendo's
newest baby are unclear, but here's
the best of recent speculation...

These are the most up-to-date details of .
Nintendo's forthcoming CD ROM system,
though they're subject to change, A
schematic diagram from early "92 revealed
the inclusion of a custom co-processor
running at 21MHz, working alongside the
SNES' normal three speed (and very slowl)
processor. The co-processor has since been
revealed to be a 32-bit unit (see diagram) -
this has the potential to make CD ROM a real
improvement over cartridges.
Indeed, the whole set up is now nearly
twice as powerful as a standard SNES running
a game on one of the new "Super FX'
cartridges, which include their own Digital
Signal Processor, This degree of difference is
deemed necessary if Nintendo is going to
attract enough people to the new machine to
make it the success they've come to expect..,

# More on the Super FX next issue.

Dpposite we have the latest version of the
proposed schematic (technical layout) for the
Super Famicom CD ROM system. These details
are speculative and could change significantiy.
ih: This is the Super Famicom or Super
Mintendo. fis there is only 1| megabit or 1 28k
RAM in the machine, most of the memory (for
CD data to be loaded intol will be included in
the system control cartridge or perhaps - if
changes are made - in the CD unit itself.

(B) The system cartridge that plugs into the
normal Super Famicom/Super NES cart slot, This
acts as an interface between the console and
the CD ROM wunit. At the moment it's unclear if
jll:e co-processor will be a DSP,

(& The CD ROM unit system with 32-bit
[;I-III:IL'H‘iiI.Ir now included. A DSP chip is a
possibility here, too.

Right: Just one of the
many different
forms the CO
ROM drive
might
lake. We
can"t
wait!

Philips to develop the unit insteacd. New
specifications were released at the Las Vegas CES
in January 1991.

But since then a lot has happened, On 1
October 1992 Nintendo announced a revised deal
with Sony, taking the project back to them. The
new system is now said to be fully compatible
with the Play Station - this way Nintendo

benefits from Sony’s expertise in compact
disc technology, while Sony gets a chance
to unleash a video games machine with a
huge potential market. It's not unlike IVC's
involvement with Sega and the Wondermega
(see the CD Family Tree).
The third reason for the delay vou've

PANASONIC’S ||

ony and Nintendo are not the only
companies around who have CD games
systems still in development,

Panasonic/Taito
Although Panasonic already has CIH systems
available in Japan and the States, it has recently
teamed up with top arcade game producer
Taito to produce a dedicated CD games
machine provisionally titled the "Wowow' (don't
ask us why). The cult shoot-"em-up Sagaia (also
known asDarius i) and Rainbow [slands were
both demonstrated on the system last year in
Tokyo, but nothing has been heard or seen of
either games or system since then. Could other
coin-op manufacturers be planning on bringing
out CD machines, too? Only time will tell.

L

probably guessed by now — a lack of good software,
Commented electronics analyst Chuck Goto at 5G
Warburg in Tokyo, ‘MNintendo s still trying to figure
out how to use the massive storage capacity of the
CD ROM to create effective games.

Additional details, however, are scarce, Sony
aren't talking. while Nintendo have gone on record
saying that the system may not even be launched
next year if suitable games aren't ready.

Don't hold your breath waiting for the CD ROM
system. However, do expect it to be stunning when
it eventually appears - the technology is there, the
talent certainly is and Super Scope aside, Nintendo
have yet to release something that wasn't worth
waiting for, Sega know this more than anyone.

10 CD GAMES TOO!

The shape of things to come? Panasonic/
Taite are developing this rather oddiy
named CD games machine,

S L | 4 T SRR 3 1
CPU 1 megabit RAM PPU 1 APU
VRAM
ntral (Read Picture
@ ! Pl'ﬂtgﬂﬂulhﬂl " hm hml:lm unit) ] (Video RAM) Pmml;lhﬂi
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SNES CD ROM: SO, WHAT
WILL THE GAMES BE LIKE?

iaw, we've established that the most

important part of the equation for a

sacoessful CD system is Good Software. So
what sort of Good Software will we get for the
Super NES Saper Famicom CD ROM? Eh? Eh?

Here's the latest news of
ned games, with plenty of speculation about
ght be possible thrown in.
he first games expected for the Super
Fa m CD ROM is called The 7th Geest, it's from
rgmn and looks set to become one of the scariest
games ever (see above pics). It's such an unusual
game because the graphics have all been cleverly
rendered on computers, not unlike some of the
pressive special effects you can see in the latest
i commercials.
Hest assured, this won't just provide Dragon's
Lairstyle sit-back-and-watch gameplay — instead
fee game allows full interaction and freedom of
wement, all the possible angles from which the
scenery and objects can be viewed having already
been calculated and beautifully displayed in 256
irs, with extremely realistic shading and
gpecial morphing effects, too. This is certainly one
sffective way to make good use of the additional
ace you get on a CD. (In fact, all this data takes
ver 1,000 megabytes, or 8,000 megabits, of
emory and currently uses up the
pacity of two CDsl)
Virgin's long-awaited graphical
masterpiece will appear on the PC first
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Above and above right: Origin's classic RPG

Uitima Underworld on the PC. Electronic
recent purchase af Origin should secure
1% Tulure as a potential SNES CO ROM release.
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Left: The Fth Guest
by Uirgin
murder/ghost story
set in a haunted

acreepy

the food being
served in the dining
room?

Below: Just look at
these graphics. The
fth Gues! offers a
sound night's rest
providing you don't
make the mistake
of going 1o sleep!

{due next year), and was originally scheduled for
release with the Super NES version of the CD ROM
in the States in January 1993. However, the
previous specification of the system simply wasn't
sufficient to cope with the graphics - something
the new, uprated, CD) ROM specification should
change with a bit of luck. Certainly, from what
we've seen of the PC version, this could prove to
be one of the most stlunning games ever.

While we're on
the subject of PC
games, the landmark
role playing game
Litima Underorid
could soon be
scheduled for Super
Nintendo CD ROM
conversion too, Sega
already have it in
development for their
Mega CD, but it's
popularity might guarantee it the
Nintendo treatment. More info when
we have it.

Other games already in existence
destined for the Super Nintendo CD
include a number of laser disc games.
Muad Dog McCree and Who Shot Jofinmy
Rock? are both fabulous shoot-'em-up
arcade games using live actors and
extremely authentic settings. The
producer of the games, ALG
{(American Laser Games), recently signed an
agreement with Nintendo to develop similar titles
for the CD ROM platform. However, full or partial
maotion video on the system will have to be

house. Dare you risk

Okay, they're PC screen shots, but remember,
the SNES can display just as many colours.

The [ awnmawer Man - just one of the CO ROM
titles set to appear on the SNES CD ROM.

possible to do these games any justice.

Storm, the developer of Super SWIV, is
currently developing a SNES CD ROM game based
around the popular film The Lawnmower Marn.
Naturally, the coding of the SNES version won't be
started until the final spec of the unit is known, but
the source material, such as digital footage and 3D
model data, is worked on using high-end PCs. The
movie footage is being grabbed in 24-bit colours
and will be converted and slotted into the SNES
version when the development system is available.

Nintendo's own product line up is just as secret
as ever, unfortunately. This, of course, just fuels
the speculation. Much rumoured is
ancient classic Dorkey Kong, the
first game Mario ever appeared
in, which was first announced as
a super Nintendo CD ROM/




A perfect copy of $tarblade on COY Dream on. A
similar game /s scheduled to appear though.

Eonami's first cholces for the CD ROM are
rumoured to include the impressive Hexewm.

IT Hexwew does appear, lel’s hope they include
some improved gameplay, eh? The ariginal had
a very weedy weapons system, after all,

Philips CD-l crossover product. The more familiar
Mario and Zeida series are inevitable candidates for
this treatment, too.

Sequels to Pilotwings and FZero, using both
polygon graphics and Mode 7, are supposedly both
on the cards, though the likelihood is that they'll
appear as cartridge games using the new Specilal
FX chip, rather than on CD ROM. Rest assured,
however, that whatever Nintendo have planned for
release with the CD ROM, it's going to be
something special = Nintendo will be taking no
risks with this svstem.

And what of the other top creators? Well,
Konami has already shown a commitment ta CD
ROM, with a fabulous cyberpunk adventure called
Snatcher recently released in Japan on the PC
Engine Super CD ROM. Some of Konami's top Super
Nintendo programmers were moved last vear to a
new development centre to concentrate their
efforts on CD technology, so expect some stuff
from them. We think a revamped version of the
Xexex coinop (complete with all its gorgeous
intermission animations), an ultra-impressive
Axelay 2, and, quite possibly, Castlevania V are also
likely candidates.

Capcom are guaranteed to provide some CD
thrills. A popular rumour at the moment is that
Street Fighter [: The Champion Edition will appear

HOLW DOES A CD WORK? IT'S SIMPLE...

you may

= you should be able to
see hundreds of tiny little pits on the
surface (Right, That's it. You're sacked- Fd.)

IT you look closely at these CDs
have to squint a bit

ou all know what a CD looks like, of

course = a small, shiny, metallic disk,

not unlike a conventional vinvl record.
The way it works is very different, though...

# While on vinyl records the needle works from
the outside towards the centre, CDs work in

|  exactly the opposite way.
® Only one side of the CD is used, not both, as is
the case with traditional records.

HOW IS A CD MADE

® The head of the CD player reads the CD by
projecting light onto it, then reading the
reflected messages from pits made on the
surface of the CD. These can either be alora 1,
the binary system that should be familiar to all
computer users.

@ The pits on a CD surface are 1.6 millionths of a
metre wide and (L9 milllonths of a metre long -
pretty damn difficult to measure with vour
average ruler,

& Normal CD ROM systems are suitable for
computer data, sound data and viden data,
though sound data is recorded on a different
track. (Philips’ CIH, however, is different - the
three signals are put on the same track,)

# Normal CDs cannot be recorded onto or
erased from — what you buy is exactly what vou
get, Therefore, for instance, you can't save
game data onto a compact disc,

® The way CD ROM systems for consoles work
is that they read the computer and visual data
from the disc, then store them in the unit's RAM
for processing by the machine,

# The important thing about CDs for game
players is the potential size of a game - a CDs
memaory capacity is massive, It's 540 Megabytes
= 4,320 Megabits in cartridge terms (about 270
times the size of Sireet Fighter IIT)

# There's another huge advantage CDs have
over conventional storage methods - the high
speed random access of information,

@ And, finally, there's the fact that, next to other
storage methods, CDs are incredibly fast, easy
and cheap to make. How easy? See below,..

? EVEN SIMPLER...

! et you always wondered just how CDs
| were made, didn't von? No? Well we're
going to tell you anyway. (Don't worry,
it won't take too long...)

| Step 1

Make a Master CD out of glass, using lasers to
carve out the tiny pits.

Step 2

Now coat the glass with a thin layer of metal
and you have your Master CD,

Step 3

From this Master, a nickel stamping plate has to
be made.

Step 4

Using this nickel plate, CDs are then pressed
out of plastic. The process is quick and easy,
each CD (after all) ony having one piece.

on CD, shortly after the Mega Drive cartridge
version. However, we're not convinced - if a
game’s due to appear on the ordinary Mega Drive
next March, surely Nintendo won't deem it good
enough for thelr CD?

And beyond that it's pure speculation. Rest
assured that at least some of these games will be
absolutely spectacular, and some will be big names
too, (Star Trek: The Next Generation from Spectrum
Holobyte is promised, for instance.) Don’t worry
about missing out on any hot info, though. Super
Play will keep you posted on any
new developments as soon as
we hear about-them,

Watch this space...

Step 5

A layer of reflective aluminium com pound is
then added to each one.

Step 6

A fimal layer of plastic is added to complete the
process, Voila! One CD.

Doesn't sound that hard, does it? And, indeed, it
isn't — the CD manufacturing process is cheap
and easy (hence all the people who get annoyed
at the high price of music CDs in the LK.)
Indeed, CDs are so much cheaper to
manufacture than carts that we should see a
significant price drop for games as they take off
- that old "cartridges are expensive to make’
argument goes straight out of the window. (Of
course, we-all know how likely thar is to happen,
don't we..?)

Nintendo's HO in Japan. Hands up who'd like 1o
be a fly on the wall in this little pile?
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;:I::;Em The ever villainous Shredder has sent one of his evil androids to
steal the Statue of Liberty. The turtles have to defeat Shredder
and rescue Lady Liberty from his evil clutches in six huge levels of = Sriiieai omoma
Arcade Action. As they attempt to put an end to Shredder he
knocks everyone into an activated Matrix Translocation Beam

sending everyone hurtling back through time. Can the turtles
defeat the host of historic hooligans as they fight their way back to
1992, to the final showdown with Shredder.

MegaVideoGameFun

KONAMI.
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:'1": , Japanese Release u
. Game: Mickey's Magical Quest
: Publisher: Capcom
Developer: Capcom in-house
Price: Approx. £45
Release: Japan: out now/US:
I December/UK: tha

Players: |
Cart ROM: 8 Mbit
A quick check around the office revealed very few Mickey fans, with
the sole exception of Jason. He remembered how great Sega’s
Mickey game, Castle Of lllusion, was a couple of years ago, and
hoped some of that same magic would appear here. It did...

b

& (vronr

EEESEESEEEEEENEEEEEEEEEEEEEEEEEES
WHAT’S HAPPENED TO PLUTO? MICKEY’S ON THE CASE...

| - v i : Goofy pitches at Mickey,
| and overshoots! Pluto
rushes past to retrieve the
ball, but mysteriously
disappears - so Mickey
chases after him, but falls
L - i 3 over a cliff, landing in evil
a5 B oS =AY Y Emperor Pete's garden...

At first glance, ignoring the baseball bit for a minute, this
game doesn't look that different fram the Sega Mega
Drive release Castie Of lffwsion - both are set in very
similar looking forests and castles. In Mickey’s Magical
Quest each level is divided into four sections - three
main anes and a boss level. There's usually a mid-level
buss to deal with, too.

LEVEL SIX: EMPEROR PETE’S CASTLE!

And finally, here's Emperor Pete’s castle, where
Pluto is being held. The game hasn't been that
hard up till now, but things get a little tougher
once you enter here.

LEVEL OME: THE GIANT BEANSTALK

LEVEL FIVE: THE IGE WORLD
Short, but with a boss that'll
have you in fits of laughter.

Mickey has to fly if he's to get all
the special bonuses on level one.

3)

LEVEL TWO: TO THE WO0ODS! LEVEL THREE: GOING DOWN LEVEL FOUR: THE FIRE MOUNTAINS
It's dark here, and things start This bit's rather like level three in the Capcom Possibly the best level of them
getting a little creepy and very coin-op Ghowls ‘n’ Ghosts, if you remember all. As Mickey makes his way up
weird - at one point the jumping- that, as Mickey takes a lift down a vertically into the mowntains, he scales
from-branch-to-branch action scrolling canyon. The temperature starts going sheer rock faces and swings
switches to an underwater bit, up, but Mickey's got a new suit to protect him. across gaping holes.

set inside a massive tree.




Right: Yep, afraid Mickey's come a cropper, and is looking a bit
perplexed. This beanstalk bit is on the pretty side, isn't it? (And
even better when you can see the rather lovely parallax scrolling,
though I'm afraid you're just going to have to take my word for it.)
When Mickey jumps on certain baddies they shout ‘Pause’ |
(presumably seme kind of critter talk). (Nice try - Ed.)

Left: These old codgers
give you valuahle advice
on how ta get through the
game. (As if you need itl)

Right: Dotted around the
levels are lots of these
secret rooms, packed with all sorts of useful things like money
and, er, fruit. (Bloody fruit - don't know why you're supposed ta
be so keen on collecting it in games. Give me the

readies any day.)

Mickey's Magical Quest may be his first outing on
the SNES, but he's appeared in loads of other
console games, the most memorable being the
excellent Castle Of Mlusion on the Mega Drive.
Though not the same game, they have a lot in
common — Magical Quest is better looking (but the
Sega game’s no slouch in this department either),
while Castie is more challenging. (They're both too
easy, however.) Quite possibly Disney specified

that they wanted them easy, so Mickey's younger
fans wouldn't get too frustrated, in which case
\nia-;hn we'd better let the creators off... /

T00 LOVABLE TO KILL

Some of the baddies in Magical Quest are so cute
and cuddly looking it's a real shame you have to
blow them away. Here are a handful of our
favourites, just so you're prepared for their little
tricks when you meet them...

Mickey’s Magical Quest is packed with
neat gameplay moments to make you
gimile, these baing my favourites. ..
[Right: In order to get to the bonuses up
in the sky, Mickey first has to grab a
tomato. A guick spin, and the leaves
act like a helicopter's rotors so the
tomato rises up fast. Mickey grabs
hold of it, and it's up, up and away...

LEAF MEN

Disgustingly cute, this little
chap falls from the trees in
the forest area like a
deceptively harmless leaf. A
guick jump on his head,
however, results in the
tantrum he's having here.
GIANT BEE

He's really lethal, this guy.
Whatever you do, when you
jump on him, make sure that |
you give his nasty sting a |
very wide herth.

Bonus boxes are scattered around the six different Jump up and grab these blocks from the sky, then
landscapes. Grab the ring that hangs beneath each throw them spinning at the leaf men and the blue
one and pull to release the contents. hunter. They'll be knocked flying!

STEPPING STONE FROG

: B8 - s " iEED The first mid-level hoss, a Hard to believe these are
@ bizarre looking mutant bat ' A baddies, isn't it? Luckily for
oz thing: just when you thought g Mickey, their heads are great
I 13 you'd killed it, it hangs $ to jump on - you can happily
@ﬁ “ upside down and has babies E use them as stepping stones
which come after you. o Wy to get across the river.

BLUE HUNTER
This is one of the first

; gl

baddies to appear on the
: beanstalk. Smart, isn't he?
Above: Mickey is supposed to be Just watch out for his stick...
riding that tomato to aveid the thorny
hits of the beanstalk. Looks like _
3 something went slightly wrong... BEAVER PATROL

These guys swim around in
the water on level two. Like
the rest of the baddies, one
touch strips the energy from
you like there's no tomarmow.

Watch out, you're about to he
splattered by a giant tomato! This
bit's reminiscent of a scene in
Castle Of Nusion, although Sega
used a giant apple instead...
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Mickey the
(rather splendid)
magician can fire
magic bolts and,
as mentioned,
swim underwater
without
drowning.

: @] JANUARY 1993 ISSUE 3)

The first proper boss is
a bit special. Jump on
his head, and he
releases a segment of
his body that you can
pick up and chuck
back at him! Which is
very satisfying once
you manage it - it's
not that easy at first.

The Dark Forest is full
of the kind of trees
that nightmares are
made of. You know,
the ones with hig ugly,
scary faces that look
like they're just
waiting until it's dark
to grab you with their
gnarled hranches and
drag... (Enough! - Ed.)

Probably the best
feature in the whole
game is this little
curtain that Mickey
draws across while
changing outfits. Oh
sorry, did | forget to
mention that he has
three different guises?
[See balow.

More original
gameplay
features with
this fireman's
outfit - a water
hose pushes
obstacles out of
the way.

Hmm... another bit
quite like Castle of
Ilusion. Well, to be fair
it's not that similar.
Mickey must jump from
leat to leaf as they
flutter to the ground.

With his magician's
outfit on, Mickey can
swim in the sap of this
tree (avoiding those
crab-like insect
things). A bubble
appears around his
head containing his
personal air supply.

My favourite -
Mickey the
climber,
complete with
arappling hook
and feathered
cap and
fabulous
namenlay. too. |
love this shot of
him swinging
from a floating
hlock. Note the
rather wonderful
nest in the
hackground.

y

Far left: A giant rotating spider
traps Mickey with its web at the
end of level two. Like most bosses,
this one can be disposed of guite
easily, once you've learnt his
attack patterns. ;

Above left: This lift takes Mickey
down into the fiery abyss that is
level three. As if that wasn't
enough, Mickey's fire-fighting
abilities are pushed to the limit.

Left: Those yellow blocks reveal a
sacret room with er... apples and
things inside... (Or was it coins?)
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Hurray, it's level four, and
it's absolutely fab. Goofy
appears at this point and
presents Mickey with
some handy climbing
gear, which includes a
grappling hook and a
rather natty feathered
Alpine cap.

Fans of Bianic Commando
(and Amiga Batmanj-style
gameplay will adore level
four’s swinging-around-
and-generally-climbing-
about action. After the
first three sub-stages,
Mickey comes face-to-
face with a very large
hungry bird.

Probably the briefest of
the lot, level five is a
slippery slidy ride through
the snow. Mickey slides
along on what look like a
Fox's Glacier mint! The
hest thing about this level
is the wonderful boss at
the end = a cuddly
rotating walrus-type
critter that really takes
some beating.

Here we are at the castle
on level six: Mickey the
fireman pushes a block
with his water jet so he
can use it to jump up onto
the next level - just one
example of the versatile
gameplay tricks just
waiting to be discovered.

Mickey's trying out his

magic, before attempting

to rescue Pluto from

the cleiches

of ewil
Emperor

Pete.

GOO0D, BAD OR UGLY?

I was so
excited
when this
game
came into
this office,
1 forgot to
order my double-sized hacon
sarnie breakfast - something I
normally take very seriously.
Indeed, this is so good I played
it right through lunch-time too
- when you're having this much
fun with a game, little things
like eating hardly seem to
matter. Make no mistake, this is
a gorgeous game, and one [
insisted on showing off to
everybody at the slightest
opportunity. (I'll vouch for that.
I can't tell you how irritating
Jason was while reviewing this
- he was forever dragging us
over to look at the damn thing
with words like “Wow! look at
that sprite there, the one with
its feet in the air. Great, eh?"
One thing's for sure - this is the
last cute game he gets to
review... - Ed.)

You see, [ couldn't help it.
This game looks so nice you
just want to share it with
everybody. After all, if you can
take the people we've spoken
to as any guide, Capoom is
nearly everyone's favourite
games company - to the extent
that a major release from them
is almost bound to do well. And
they deserve to, if they can
keep up the standards like this.
While we can't guarantee that
Mickey's Magical Quest will
keep you occupied for as long
as Street Fighter II, say, you'll
get as much fun out of it while
it lasts, This is an exceptionally
well crafted game.

The nice thing is that looks
aren't all Mickey's Magical
Quest has going for it. It scores
highly in gameplay too, and is
far more original than I'd
expected. The basic Mickey can
turn tomatoes into helicopters,
and throw and pull things, but
the various outfits he acquires
on his travels give the game the
kind of depth usually only
associated with Mario.

But it's the beauty of it all
that puts this game in the super
league - it couples
some of the most

enjoyahble. Perhaps I should just
say that the music does justice
to the original Disney cartoons.

Of course, you know what's
coming now, don't you. That's
rigght - the dreaded "but.” What
lets Mickey down is something
that's becoming a real worry
with new games - it's just too
easy. Mega Drive games are
plagued by this problem, of
course, but it's starting to look
like the disease is spreading
over into our neck of the woods,
too. Great graphics are all very
well - and like I said, these are
glorious - but you also need
consistently challenging
gameplay. This stuff's fun, and
inventive, and varied - but
you'll romp through it.

S50 how easy is this? Well, [
completed Mickey's Magical
Quest in a matter of hours on
the Normal setting, not the
Easy one. Sure, it's not without
its tricky bits, but no game's so
difficult that infinite continues
(which is what you get here)
can't get you through it. Time
was when we used to find
ourselves complaining that not
enough continues and restart
points were put into games, but
now everything seems to have
swung the other way. In its
defence, Mickey has almost
certainly been aimed at a
slightly younger audience than
most games, but even 50...

Is it worth buying, then?. In
this case that's a tricky one to
answer. The best guide I can
give is this: If you're the
emotional equivalent of a brick
wall when it comes to cute
games (ie you're too macho to
enjoy them, which is your loss),
then my advice is to give it a
miss - you wouldn't appreciate
it. If, however, you appreciate
the finer things in life, and
{perhaps more importantly,
you've got enough money to
throw around that you don't
need to get two months of
gameplay out of every game),
then this is a maat, It is, quite
simply, another classic from
Capcom, which is exactly what
we've come to expect,

@ Jason Brookes

radiant and colourful ~ GRAPHICS | SOUNE | GEMEPLAY

graphics yet seen on
the SNES with some
of the greatest sprite
designs on any
gsystem. Sonically it's
all a hit dreamy too.
While there isn't
quite the range of
catchy themes as to

NNusion, what's here
is extremely
impressive and

BUERALL
SCORE:

/11111 Gorgeous graphics, lovely
sprites, bags of character - and far
be found in Castle Of | too easy. But I still love it to bits.

Once again, pure quality from
Capcom, make no mistake about it.
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DOUBLE
DRAGON

Dive for cover! It’s yet another beat-’'em-up on the
Super Nintendo! Stay down! It’s yet another average
game with a token ‘super’ tagged onto the front! Oh...
go on then, have a peep, it’'s not completely awful, it
is Double Dragon after all. (So, you’re saying it’s
absolutely terrible then - Ed?)

Billy and Jimmy Lee are
renegade martial arts experts -
make no mistake about it.
However, nothing will hinder
their progress more than
having Matt controlling one of
them - it's a veritable svicide
mission and he'll use up all of
the game's five credits while
you're still on your first energy
bar. Unless you're playing with
a pro, you'll get further into
the seven stages on your own.

Jimmy prefers a boomerang.

LETHAL WEAPONS —

Japanese/US Release n

Game: Super Double Dragon
Publisher: Technos
Developer: In-house

Price: Approx. £45
Release: Available now
Players: | or 2 players

Cart ROM: 8 Mbit

Level two includes this scroll-along-an-airport-runway section. It's probably the
only decent one graphically, but it's a shame you can't get on the plane and duff
up the stewards - a missed opportunity if ever | saw one.

Super Double Oragon has one or twa Taking the scenic route - snfortunately
nice toaches. Wack this punchball and you tan't actually push baddies off the
kill those baddies. (And yourself, too.) edge of this glassless lift.

ONE TO ALOID

Technos released a very
similar lpoking beat-"em-up
in Japan, before Super
Dowble Dragon appeared,
called Kunio Ken: Mo. 1
Tough Guy. Unfortunately
this contains a fair bit of
Japanese text which
confuses things. Don’t be
tempted to buy this
obscurity - it has its
moments, but is a waste of
money all the same.

Kunio Ken: No.T Tough Goy - similar
looking beat-"em-up, also by Technos.




GOOD, BAD OR UGLY?

Peoples' first
impressions of
Super Double
Dragon have been
fairly uniform in
the Super Play
office: 'Oh dear,
what's this crap?’ was the usual
comment, although I thought Stuart
Campbell "Why are you playing this, it's a
pile of nob' was more succinct. In fact, I
felt like replying 'Get lost you lot it's fabl’,
i g @ The ris for this small boss On top of the lorry in level four. I°'m just waiting for the but then I just enjoy an argument.
P 1-3 : = calgsmen. on-top-of-the-Boeing-747-at-30,0001t section. mrmmmmmm“
been my most eagerly awaited game

— ATTACK MODE - Huemories of the st Double Dragoncoln- :
- : | g ; \ op game - it was about 10 times more fun

than most coin-op beat-"em-ups because
of the sheer variety of moves and things
to pick up and whack people with (rather
like Sega’s Golden Axe). It had character
too, and no other scrolling beat-'em-up
ever tapped that elusive sensation of LS

IIHIIHIIlE"iiLb’]'HlIIHII
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kicking the crap out of somebody so
effectively (elusive for me anyway).
While grabbing one person The trap-the-arm-and-kick- The trap-the-arm-and-glbow- extremely basic at first, but the huge
Jimmy kicks another. the-face move. the-face move. [ amount of different moves make for a

progressively enjoyable game. It's far
more fun than Final Fight for example,
even in one-player mode, but sadly it
looks a lot worse (except for some of the
enjoyable character animations).

I would have liked more variety in the
weapons and landscapes, and some use of
the Super NES hardware might have
encouraged a few of those cynics to raise
an eyebrow or two. As a two-player game

The hold-the-hair-and-knee- The grab-the-hair-and- Hold down the L or R hutton ; it can be quite good fun - there's such a
iy the in-the-face move. smash-the-face-in move. for a Ryu-style fiying kick. good solid feel to the punching and
inn?m::’r b, kicking and some nice sound effects back

e Sy up the action, especially the ‘'death burp’
when an enemy bites the dust!

The thing that will put most people
off is the 8-bit graphics. While Super
Double Dragon has a couple of attractive
sections, there's no denying it's a pretty
poor attempt, with more of a play-it-safe
style than anything else. There is some
hidden charm here, but I find it hard to
justify spending this much money on such
a primitive game - it's fun and quite
tough for a while, but don't you think the
Super NES deserves better?

rtunately ® Jazon Brookes

% 0ff the

GRAPHICS | SOUND | GAMEPLAY

Do you have to do that, you're spoiling my hair': ‘Take that you swine.’ In level five things get a lot ﬁ
mmy gets all uptight just before his demise. tougher. (It's no barrel of laughs...) _l' l] .:. E
e t SECOND OPINION X mwfurf; OUERALL i
= You either like beat-"em-u 3 ﬁ 2 :":.' | SCORE: .
-"gm-ups or you don't and =
it's pretty obvious that Jason isn’t too keen,
g0 I'd like 1o have my say... UVERDICT: Some varied and
Despite the title sounding like a 1970°'s enjoyable gameplay, but why does

Bruce Lee film, this is an excellent fighting it all have to look so primitive? g

game. Not only does it have that all important With more variety in the later

two-player mode, but there are almost 30 levels this might have been more

fighting techniques and seven deadly weapons memorable. Fun for a while, but a g

that can be picked up and used. Scrolling
beat-'em-ups don’t tend to have a massive
variety of gameplay, but this is a valiant
attempt and deserves a higher score. }

bit of a waste of money.

Level six is set in a forest with obstacles like this ® Jez Bridgeman Thasks to Shekiana Consales, (087) 340 BS65, and DMC Coasales,
sridge to cope with — watch out for loose floor slats. {0Z25) 44B253, for supplying review copies.
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UK Release %ﬁ

Game: Super Aleste (US version
Space Megaforce

Publisher: Toho
Developer: Toho in-house
Price: £44 .99

Release: Available now
Players: |

Cart ROM: 8 Mbit

This is a landmark game: perhaps
the first shoot-'em-up to prove
conclusively that slow-down is not
an endemic Super Nintendo
problem. This is gorgeous, fast, and
features screens absolutely packed
with baddies. What more could you
possibly ask for?

A weapon select icon (somewhere hidden in this explosion) - collect this
to switch from the weapon you're currently using to a different one.

Baddies zoom in from every quarter of the screen - here are some now. If
amyone ever tells you the SNES can't handle sprites just show them this -
we've counted over 70 of them at once, and there are probably more.

A power-up - collect this and it'll boost the power of your current weapon
(see box in the tap left comer of the screen for what you've got so far.)

Here's your hasic ship — an unremarkable little silver jobbie. Not that

- LETHAL WEAPONS N

impressive 50 far, but wait until you see the range of add-on weapons -
THE BEST WEAPONS SELECTION EVER? amongst the most impressive power-ups seen in any shoot-"em-up.
If there's one big criticism to make of Super Afeste it's that it's a bit top-heavy
weapons wise. On the plus side there are lots of them, each appearing in a BUILDING UP YOUR FIREPOWER
number of varieties, with at least half of them true originals - unlike anything Collect the orange or green egy things that float down the screen for exira
seen on the Super before. When you first get the game you'll have fun just | weapon strength — with these, you can slowly build your power from zero to six,
mucking about with them. On the minus side, however, most players seem to | atwhich point you're packing some very serious firepower. The green ones are
reckon the sheer number of power-ups adversely atfect gameplay. All too often the best = they boost the weapon you're using up a whole level Immediately,
finishing a level depends on whether you've got a big enough gun or not — in the while it takes a number of the orange ones to do the same job.
best designed shoot-"em-ups weapons matter, but not this much.

.

WEAPON 4

WEAPDN 1 WEAPOH 2 WEAPON 3

Multi Laser Circle All

Yer bog One of the The other These are
standard best top one, blue
multiple weapons, this gives fireball
hullet this one you a set things
johbie, shoots a of green which you

power upable from a dribble of thrn stream of three powerful lasers out of  circular globes which revolve around can point - and then hnli - in any
little weedy ones to a massive spread.  the front of your ship. Whiz through your ship, eventually getting so large direction, providing a fairly powerful
Keep pressing the top R button and the top R button versions of this and and numerous that nothing can get multi-directional weapon. In our

you can get the lot shooting you can turn one or more of them into  near you. Even better, using the R- experience these are quite useful all
backwards, forwards etc. Not the an orange homing laser, which zooms  button you can lock the balls in a told, but by no means one of the best.
most powerful, but ace for cleaning around the screen, killing baddies fized position, effectively giving you

up those hard-to-get-at haddies. before you even know they're there! a massive battering ram. ;

WEAPON &
Cra

Not quite
sure what
‘cra’ (the
naime
which

WEAPON 8
CGA (The
R-Type
style
wEapon)
Pretty
useless

WEAPON 5
Missiles
|  Acrap

| weapon,

WEAPON 7
Spread
These
areen
droids
follow
your ship

this - it
fires
homing
missiles alongside a few little appears on these power-ups) is meant  in a little trail, ﬂllll as you fire. A really, this. You keep your finger
bullets, clearing the screen in rather to signify, but these turn out to be a useful weapon - especially neat is pressed down to build it up, then

a vague manner, but never building up  constant stream of big, well, balls the way you can lock them in a fixed release a kill-anything-in-its-path

too much power. It's completely which splinter into smaller bullets position to create a stream of wall of death, Great while it lasts, the

the higger villains. better than the missiles. your ship hides safely in the corner. and weaponless while it builds.

m
g
1 % hopeless when used against some of when they hit things. Mot brilliant, but  firepower in front of a haddy while problem being you're left vulnerable

'1!

b
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This game certainly doesn't hide its
light snder a bushel. Indeed, it kicks
off with maybe the best looking level
of the entire game - a spectacular

stations-above-a-lush-forest thing,

featuring a fabulous assortment of
alien cannon-fodder. Not only are

times there are even more), but the

fying-through-a-series-of-floating-sky-

there an awful lot of sprites on screen
at any one time (we gave up counting
at 70, and I'm willing to believe that at

game doesn't suffer from slow-down at
all. [Just try playing the pathetically
juddery Super B-Type immediately
after this - you won't believe your
eyes!) Eventually you work through to
the end-of-level hoss, a massive,
screen-wide space ship thing, who
shoots a giant spinning disk at you,
which whizzes about the screen. A
cinch with the right weapons, though
getting the hang of avoiding the big

orange disk takes a few tries. The mean-looking end-of-level boss,

The whole backdrop to this level [a
giant space station, cartwheeling
through space) whizzes in and out
of the background periodically,
some sections being a low-level run
over the surface, facing gua
emplacements, while others are
more your standard space ship vs
waves of aliens fare, with the
station spinning below you. i's
tricky if you've got the wrong
weapons, but a walk-through if
you've collected the right ones.

Here we are on a low level run over
the station, which cartwheels below.

With a weird swirling Mode
T background, fit to make
your eyes go ‘all funny’
(there’s an even better
version of this later on),
level four features some
very strange baddies. For a
start there are these big
brown planets which keep
jumping out of the screen
towards you, then retreat .
again. End-of-level boss is a “.-
big metal sphere which T
opens up to let little space
ships come out. This is, we
reckon, one of the hardest
levels of the entire game.

Lucky you've got a decent weapon at this
stage — you'll need it. These grey spaceships
leave deadly solid trails across the screen.

y N

{
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LEVEL 3: THE FILLER

(Ihi a full sized level like the last
| two, but a sort of in-between
filler, this doesn't (a rather
weedy space ship thing aside)
feature any major bad guys, but
does do rather well in the
brightness stakes, featuring all
sorts of colourful, blastable
tiles. There's no end-of-level
hoss, just a small(ish) droid to
cope with. Still, moving swiftly
onwards. ..

An even hetter Mode 7 .
background - this one rather
like a swirling snake, though + &
it appears to be representing i
a million-foot drop down a X
canyon - but it's the
foreground stuff that makes
the level. We're in some sort
of futuristic mine, with giant ;
grinding machines both %
opening wp routes in the rock
you can fly through and
threatening to crush you at
the same time. Great fan,
and the end of level baddy is
a hit of a corker too (just see
left for details).

% o Tk Tk ek R R

This giant circular robot thing pulls its way
down the canyon, threatening to lasso you
with those giant metal arms. (You have to
see it to know what I'm going on abowt.)

o LEUEL 7: THE RSTEROID FIELD n

* 1a7s06e0
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This section is pretty, sure, but it's also
almost identical to level three. If you fail to
make it through this, you do have problems...

and one of the most impressive

Another short and Packed with floating lumps of

not very rock, this pesky level scrolls
challenging mini- faster and faster as you go through
level, this one it, the rocks coming at you at
features a rather impossible speeds (it calms down
lovely purple after a bit thaugh.) This is a tad
background, horing looking and samey most of
assorted space the way through, to be honest, but
station thingies they've saved the best hit till last
and a small droid = a brilliant Mode 7 boss, the

to kill at the end of whaole sprite warping across the
the level. And that screen in a manner which can only
really is all we can be described as stunning. A real
say about it. Next! Mega Drive-owner sickener, this,

things yet on the SNES. Excellent.

A very impressive Alien (the crashed ship, not
the monster)-type boss, this warps across the
screen in a bravura piece of Mode 7 trickery.
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LEUEL 8: ABOVE THE PLANETS

TIEIE"E another space station miﬂu 114200

up the bulk of this level, this time
hovering in front of a backdrop of
planets. The unuswal thing here is that,
at eertain points, whole sections of the
station move - we've seen this befare
(most notably in Final Blaster on the PC
Engine), but that doesn’t stop it being
neat. A poor end-of-level baddy though
- a simple hexagon with ‘things’
spinning around it.

LaELrs

This low
quality boss
character
crops up at
the end of
level eight.
Heé's not too
tough to kill,
and certainly
ain't much to
look at,

.

We're still using the
laser as perhaps
you can see,
arguably the best
all purpose weapon
in the game (though
the big green balls
are useful too).

<o
€
g
- 1
€«
<o
of o
<«
««
.

Another short one like levels three and
six. Mini-bosses chase you around the
screen, graphics are very similar to the
fill in levels seen before (though the
colour scheme is new), and that's
about all there is to say...

The whale level - background
graphics, with crop circles swirling
around in fields, sky stations, alien
space ship waves and the like - is very
similar to level one, thaugh this time
we're actually flying over a desert, not
@ lush green forest. The boss is almost
identical, too, and no more difficult to
kill either. Why don't people pace the
difficulty a bit better, we ask?

. | : | /
LEUVEL 10: THE DESERT _

Flick back a
page if you're
not sure -
yep, you have
seen this
before, right
at the
beginning of
the game.
{Yawn.)

4

Watch those
barriers! Just
when you
think you've
seen it all,
the game
throws this
weird, ulira
fast, forced
scrolling
level at you!

The first section is a nightmare! Bullt |

up of a series of thin channels, the
scrolling goes into hyper-drive, with
assorted twists and turns threatening
to dash you against the sides. Forget
shooting baddies - you'll be hetter
advised just trying to stay alive!
Luckily it slows down after a while (if

you're still alive), then abruptly ends -
no boss or anything. At least it's

different to the other shorty levels.

This much more organic final level
feels like you're travelling inside the
body of some sort of animal, complete
with attacking antibodies and all sorts.
(Many of the sprites make horrible
squeaking noises as they attack you.)
Best hits are the giant end-of-game
skull-snakes that wrap their way
around the screen. A neat ending, but
honestly, by this point you'll be pretty
much bored of the game.

Well, here |
we are - the |
very end of
the game.
These rather
grugsomea
skull-headed
worm things
are just part
of the final
boss.

vy

GOOD, BAD OR UGLY?

This time last month,
when we'd first got
Axelay in the office
and were going ga-ga
over that, its main
frame of reference was
Super Aleste. Was
Axelay a better game than that? A definite
‘maybe’ was the consensus of opinion. With
time though, Axelay's charms have dulled.
Sure it's spectacular, but is there much game
to it? Super Aleste, however, has lasted the
test of time rather better — we've found
ourselves picking this up and playing it now
it's on official release almost as eagerly as we
did when we first saw the Japanese version,
Like all shoot-"em-ups this has a limited
life-span. It's got loads of difficulty levels, but
on ‘Normal' (there's no ‘Easy’) Jason finished
it in a couple of hours. In the long-term, it’s
main claim to fame is as a propaganda
weapon for whenever there are potential
SNES buyers around. Give them 10 minutes
oohing and aahing over the action and they'll
be down Dixons with a fistful of tenners.
Make no mistake, this is a top game,
which deserves a place in any software
collection. However, it's by no means perfect.
It does come with a couple of obvious faults, .
Fault one: Because of hardware problems
already discussed at length in Super Play, the
UK wersion is some 17% slower than the game
you may have played on US or Jap machines,
That means it's also 17% easier — previously
tricky sprites are now sasy to dodge, and
previously easy ones are a doddle. All in All,
this ain't going to take very long to complete.
Fault two: As with most shoot-'em-ups, the
more you play the game, the less there is to it.
You've seen all the good stuff by level five or
so, and, as it doesn't get any harder from then
on, the rest of it's a bit of a walk through.
Fault three: As already mentioned, the ultra-
powerful weapons dominate matters rather
too much. It's a pity gameplay hasn't been as
finely tuned as the graphics.
5till, there's much to enjoy. Some fab
weapons, one of the nicer in-game tunes
around, great explosions, inventive and
spectacular end-of-level bosses (though
they're a bit easy), lots of sprites and such a
complete absence of slow-down that Super R-
Type players will hardly believe it's the same
machine. Arguably the SNES' best shoot-"em-
up to date - certainly the best ‘traditional
little space ships’ one - and a must buy.

@ Matt Bielby

SOUND | LAMEPLRY

i!l'fPHll

_64% | score: 3?%

UERDICT: Lovely looking and a
gorgeous sounding shoot-'em-up
which really shows everyone that
lots of sprites and no slow-down
can be done. The only weak points
are the gamelife (it's too easy) and
an over reliance on (admittedly
excellent) weapons. This is still the
current benchmark game.

GRAPHICS
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WIN A SEGA
MEGA DRIVE
2146 PLUS £200
08329° ™" "WORTH OF GAMES!
CALL 0839 99 44 75

Call Charges: Calls are charged at 36p per min cheap rate and 48p per min all other times. Make sure you ask your parents' permission
before you call. Maximum call cost £2.40, maximum call length 5 mins. Multiple choice compeatition. For further information & list of
previous prize winners write to Awesome PO Box 1650 B1 1AA,

Nintendo, Mario Brothers, Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective companies.
We are not related to or endorsed by them.
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COSMO GANG

The Japanese are going ‘retro’ crazy. They're : 2 n
building retro cars (with round headlights and lots  [FISETSSRSE

of chrome), retro radios (with big knobs and Publisher: Namco

= Developer: In-house
dials)... er... and lots of other retro stuff. And now Price: Approx. £45
here’s a retro game! Hmm, how shall we do this..? [ty

Cart ROM: 8 Mbit
i—-ﬂ;_ﬁﬁ % l.h Area 1, where

you're unlikely

to run into too 1 -UPXS
BT &200
e O much trouble
¥ just shoat all
@ g the aliens, and
s (? try not to get
.'E killed.

1 -UPxa
R L Th

.-'\ .

Area 3 - fiery, eh? This time,
shoot all the aliens while
trying net to get killed. (A2

l:lllllll.tll.l.l ﬂ

TaL ? LIP3 Area 4, which is
b - rather green.

]
Ll

{Theugh not
('h unattractively
"'." i ' -
‘!" £0.) Shoot all
- = the aliens, and
do your best not

o gel Killed.

Area 2 - again, the trick is
to shoaot all the aliens and
try not to get killed.

COSMO GANG PICK-UPS

Fifteen years or so ago, if you'd shot a Space
Invader and a little icon had dropped out of it, you'd
probably have run out of the arcade screaming.
These days, though, most players would be very
surprised nof to see an icon fall out of something
after they'd shot it.

Cosma Gang obliges with a fine line-up of add-
ons, most of them a little out of the ordinary. Best
of all is probably the ‘Shoot Me' one. One player
picks it up, and the other then pumps bullets into
him until he explodes, scattering bullets all over the
place and killing just about averything sise onthe Once you've picked up one of these  Like the vortex thing, once picked  Extra weapons are pretty thin on
scregn. (But, er, sadly we didn’t have room te show yorigx-type things you can place it . up this spider’s web can be fired at  the ground. There's just the

it to you. Somy.) anywhere you like on the sereen. will. It spreads oot, slowing down double-barrel gun and this more
Oh, and once an icon’s appeared, it bounces up 1)) then suck in any aliens that all the aliens and making them glusive mine-launcher. It sends out

and down a few times at the bottom of the screen, happen to be in the vicinity, and easier to shoot. (Although it also a field of slow-moving mines which

giving you a sporting chance to pick it up. spit them off the screen. makes them a bit harder to see.) explode when anything hits them.
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LEVEL SELECT

In Space levaders. pace you'd cleared 2
screentyl o aliees 7 was replaced by another
ome exactly the sams  Bor- ing. In Cosmo Bang,
however. Fvery bewvel brings pew 30d exciting
thaliesges [mexinly in the torm of backgrounds).

There are five areas, each with five levels, plus
another area with an end-of-game guardian.
Once you've completed an area you can revisit it
at will. (This is a bit like having an infinite
supply of continues, but slightly more flexible.)

Area 6 — a sneak
preview of the
bit where, after
shooting all the
aliens without
getting killed,
you take on Don
Cosmo himself,

Level five, where you
ghoot all the aliens,
without getting killed. '\\

Shields - there's not much you
can say about them that hasn't
been said a hundred times
already. Basically, they shield
you from enemy fire. Only for a
limited time, mind.

use of these "swap’ icon
swap over the positions
two ships, but leave any

If thare's any fun to be had from
the two-player game, it’s with the

weapons where they are.

MORE NELD BITS

Cosmo Gang might not do terribly well in its
attempt to hide its primitive roots, but you can't
accuse it of not trying...

To our massive relief, a two-player mode has
been provided. Both players co-operate in
taking out the alieas, while trying not to
squabble over the power-ups.

These bits appear at the end of each area.
They're based on a Japanese water-sguirting
arcade game, and the object is to stop the
baddies reaching the money bags. Hectic stuff.

SECOND OPINION

I knew | should have written this review. To be
honest, | wouldn't have given the game a much
higher mark, but | did enjoy it a lot more.
What's really shocked me, though, is how JO's
got the audacity to attack the Galaga coin-op!
It may be old, but it's still a classic, and a very
compulsive game. It's a shame Cosmo Gang
isn't as good - Namco's Galaga 88 on the PC
Engine was better - bui the basic gameplay is |
still great fun. There's life in the old dog yet. |
& Jason Brookes

i

Taking the number one slot in
Super Play's Top 10 Cosme Gang
Pick-Ups is this jack-in-the-box.
When you press fire he pops out in
a clond of gonfetti and scares all
the aliens rigid.

5. They
of the
extra

GOOD, BAD OR UGLY?

Space Invaders is
boring. If you don't
believe me, go away
and have a gquick
game. The question
b e is, why did we ever
e o e think it was any
good? What was the attraction? That's
something I think we'll have to put down to
hindsight. Or experience. Or something.

Given that Cosmo Gang is firmly and
undisputably hased on Space Invaders (and
don't give me any of this Galaxians
nonsense, or start wibbling on about
ohscure PC Engine games - they're all
Space Invaders rip-offs too), what steps
does it take to bridge the decades, and give
us something that'll keep your joypad in
your hand for more than two minutes?

Well, there are the graphics, ochviously.
You've only got to look at the pictures on
these pages to see how great they look.
Everything whizzes around the screen at
amazing speed, with no slow-down at all,
and the backgrounds are smashing.

There's the two-player mode. But it's
not much more fun than the one-player
game, being of the soppy ‘co-operative’
variety. Competitive two-player games are
the only two-player games as far as Super
Play's concerned.

There are lots of pick-ups and add-on
weapons. Some of them are brilliant, like
the 'Shoot Me' thing. (It's not shown here,
but when it appears you shoot your chum
until he explodes, killing all the aliens.)

But unfortunately, though it tries its
utmost, Cosmo Gang never really rises
above Space Invaders' simple left-right-
shoot formula. [ can see the appeal of the
idea, but I was bored of it in no time at all.
It also didn't take me long to finish, with
only 30-odd levels, none of them
particularly difficult. But then, that perhaps
isn't so much of a problem with a Space
Invaders game.

Right, with that said, I've a horrible
feeling that the irredeomably over-
enthusiastic Jason is going to give you his
point of view. Don’t listen! Whatever he
gays, ignore him! Cosmo Gang is cute, sure.
And it's nice to take a break from platform-
hopping every once in a while. But Space
Invaders (or Galaxians, or Galaga, or
whatever) is dead, and throwing bucketfuls
of pretty graphics, humour and SNES
flashiness at it isn't going to halp.
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@ Jonathan Davies

OUERRLL
SCORE:

UERDICT: Smart graphics, loads and
loads of neat touches, and plenty
of humour. It's also pretty good fun
to play - for a while. But moving
left and right while firing a lot
simply wasn't enough to sustain
my interest. Sorry.




REUIELD

KICK OFF

UK Release M hé
=

Game: Kick Off
Publisher: Anco
Developer: Imagineer
Price: £45

Release: Out now
Players: lor 2

Cart ROM: 8 Mhit + BB

Remember the original Amiga Kick Off? Despite
being very scrappy looking, it earned itself a hoard
of devoted fans, back in the heady days of 1988.
We’ve been waiting for a decent sequel ever since...

600D, BAD OR UGLY?

It's at about this stage - when you've got four or so players on screen — that Kigk o starts to have problems. Have
another guy run on there and the slow down will get very noticeable indeed. Playing the game in ‘normal’ (ie high
speed) mode s a big no-no toa, at least for us, The ball is all but uncontrollable, and things get very frustrating
indeed. Slow the game down, however, and it gets a lot more playable. Still a bit stupid, but playable,

Penalties are
great. The
keeper stands
four feet off
his line, and
when the ball
goes in the

Super NES
takes three
seconds to
notice before
it makes the
crowd cheer the goal, with a brilliant sample that
hilariously cuts dead after two seconds.

Part of the game's admirably compre-hensive, but
dreadfully confusing, options screen set up. There must
be a million better ways to organise this, you'd think.

After a bad
foul (which
appears to
happen
completely at
random|, the
fouled player
lies on the
ground for 5
hit, the
physio comes
on, the player
limps off, a
sub comes
on, the ref
lectures the
fouler and
play starts
again, a
breathtaking
(and, it
seems,
uninterruptah
le) 35
seconds
later.

UER i: Ridiculously flawed,
badly programmed but
nevertheless reasonably enjoyable
(in two-player mode) soccer game,
Should be so much better though.




UE Release

Game: Top Gear
Publisher: Kemco
Price: £44.99
Cart ROM: 4 Mbit

TOP GEAR

n't bad, and the split-
nde a treat.

GOOD, BAD OR UGLY?

Eight months separate
— e W }:ﬂ Gﬂm: i ool
—r RS pan and its
not seem like a long
time, but in Super NES
terms it's virtually a
generation. Is Top Gear still tops?
In its favour it's got an amazingly fast,
realistic road to drive along, and its
innovative split-screen design makes for a

familiar look,

To a large extent [ agree - it's great. But,
seeing as it's a few months old now, I
thought a reappraisal might be in order.
And, sadly, the general consensus here at
Super Play is that Top Gear is a little too
crude and simple to make a splash,
especially now it's got games like Mario Kart
and the fortheoming Human Grand Prix to
contend with. It just doesn't hold the
attention for as long as it ought to.

It's still a good game,though, but just a

SOUND
0%

OUVERALL
SCORE:

GRAPHICS
5%
GAMELIFE |
69%

GAMEPLAY
85%

16%

UERDILT: A neat little game this
one, but you just have to say

SAEEA FPARE
LECENIED BF WIMFERES

£ ABEF ALAfa
JIUES CRCRLTH CAARSTEE ETS

really competitive two-player game. For
these reasons it's picked up fans

deal better.

everywhere, and it got rave reviews when it

first appeared on import.

Look who got an embarrassing woolly
hat from his granny for Christmas!

UE Release % E
~

Game: Home Alone
Publisher: THQO
Price: £44.99

Cart ROM: 4 Mbit

Above: Once you've collected
up all the valuables, dump
therm in the callar for safe
keeping.

Left: Boing!

little old fashioned, and you could do a great

‘Mario Kart' and it runs into the

cormer, shivering. It's just not in
the same league...

# Jonathan Davies

GOOD, BAD OR UGLY?

HOMESaALONe™

I went to see Home Alone by
mistake. I was bored, and I'd
seen all the other films. So
when I walked in to find the
cinema virtually empty [
assumed it must be some sort
of arty film. No prohlem - I
was ready for anything. It was
when a party of cub scouts
filed in and filled the seats [n
front that I wondered whether
I ought to get out while there
was still time. I didn't, though,
and thus began two of the
most painful hours of my life.
The game
departs
considerably

GRAPHICS

left him behind - smart people
- and he's trapped in a house
crawling with bad guys.

And it's awful. The
graphics are naff, and it's
baring to play. It's also stupid.
The aim is to collect the
family’s valuables to keep
them from the clutches of the
baddies, but most are hidden
in such silly ways — in mid-air,
but inwvisible, for example -
that the baddies wouldn't
possibly be able 1o find them.
Most horrific of all, howewver,
are the giant pictures of
Culkin that keep appearing.

@ Jonathan Davies

SOUND | GAMEPLAY

from the film's
plot = but not
enough to save
it. The burglars,
who ‘Kevin'
thwarted in the

46 %

30%

GAMELIFE

7

3

4
OVERALL
SCORE:

film, have
retumed to
exact their
revenge. Once
again, Kevin's
family have
gone out and

VERDICT; If you're the kind of
person who'd go out intentionally
and buy a game called Home
Alone, well, then, you deserve
everything you get.




U5 Release -_—:
Game: FaceBall 2000
Publisher: Bullet-Proof Software
Developer: Xanth Software
2 o o o T

Release: Out now
Players: 1 or 2
Cart ROM: 4 Mbit

Being chased round a maze by huge yellow

balls with smiley faces doesn’t sound like

much fun at all. Nevertheless, we thought

TID CAN PLAY TOD
we’d better take a look...

1
FageBall 2000 really comes into its own as a two-player |
game, (Or it should do, anyway.) The game on which it's
based — Midi-Maze on the Atari 5T - let up to eight people

play at once using the machine's MIDI ports, but two's yer

lot on FaceBall 2000.

B = J@ITIT revieu

In the mazes of CyberZone, players 1 and 2 can team up to
obliterate the baddies together,

Populate the Arena with baddies (Smiilaids), in a maze of
your choice, and then see who wins.

Top: Oid Smiley Face's just begging you to take a
pot shot at him. Above: Callect coins and add 500
points a throw to your score.

Don’t let that rather splendid cityse
you from that Smiloid lurking in the

600D, BAD OR UGLY?

FaceRall 2000

: is a game
that ought to
be a sure-fire
winner, It

fé,-my
has all the

ingredients: a simple idea, guns,

baddies - player 2 keeps shooting
him by mistake. The bullets
move really jerkily, so it's hard to
see which bullets you've fired,
and which are about to kill you.
As for the gameplay, in one-
player mode it starts off easy,

and whoever spots the other
player first wins. It's all down to
luck. (I mean, Matt kept beating
me, for heaven's sake.)

On the Game Boy this got
pretty good reviews. It's the kind

of game that suits the little
machine down to the ground. But
on the Super Nintendo it just
looks... well, crap. Sorry.

.EJ'!I!

® Jonathan Davies

Thamiks be Shekhana Condales, (081) 340 8565, for lending s the cart.

simultaneous two-player action,
er... smiley faces. But somehow it
just doesn't add up...

First, the graphics. The 3D
maze is made up from lots of
filled polygons — something the
Super NES is crap at. So it moves
around jerkily, and in two-player
mode it's horribly slow. Player 1
is the same colour as most of the

and then suddenly gets
incredibly hard. And, as you've
got a good idea of what the next
levels contain, there's little
incentive to persevere. In two-
player mode, howewver, it just
doesn't work. In the CyberZone
you keep shooting each ather by
mistake, as I said before. And in
the Arena you just zoom round,

".-II!'!\.II

55

GRAPHICS

61%

’1{1 \1* | LAY

60%

VERDICT: FaceBall
| 2000is a bit like a
piece of bread. It'll sit
quite happily in your

OUVERRALL
SCORE:

54

‘toaster’ (er, SNES) for
about two minutes,
but then it'll pop out
and, um... ah.







Inside the first issue
you'll find an
ENORMOUS and
thoroughly splendid
double-sided Desart
Strike poster-
calendar. Guaranteed
to make even the
grimiest bedroom/
office/doctor's
waiting room a more
exciting and
informative place to
be, it boasts not one
but TWO excellent
pieces of chopper-
ralated artwork for
your edification (or
someathing).

Lotus Turbo Challange.
Road Rash 2
SUPER NES

Nick O, Robocop 3
duer
Wing Comman

AMIGA
Elite 2, Nigel Mpnll_rll B
World Championship

ames T N By NS
POND 3 L. i , =

Amiga, SNES an
Dirive - first picturas

d Maga

ve SNES

PRITEY h
i inside!

review

Along with all the news, reviews, previews, celebrity
challenges, giant competitions and a particularly diabolical
quiz, each issue will sport a truly awasome tips section
hosted by the oracle of all gaming knowledge, the
GamesMaster himself.
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Maximum information with minimum fuss. Each
manth, the newest games for all the major
formats will be reviewad by our merciless team,
including a host of guest reviewers from the
show. More grab-maps, more beginner's tips and
more facts.

And there's also a
100- page tips book
with codes, cheats
and hints for more
than 250 red-hot
gamas! Use of this
handy velume will
transform even the
most inept gamer into
a victorious software
gladiator! It's not
called The Winner's

Handbook for nothing.

.|""‘* |

GamesMaster Magazine is an all-new
games guide from Future Publishing.
We've teamed up with the people behind
the GamesMaster TV show to produce
the smartest, liveliest and most informa-
tive reading experience ever! If you like
the TV show, you'll love the mag.
because each issue will give you a
month's worth of concentrated
GamesMaster excitement!

Every month we'll bring you exclusive
info from Japan and America as well as
the UK.

We'll be reporting on both official and
grey import releases, and giving a full

release schedule for the whole of 1993.

GamesMaster: soon you'll be able to hold
it in your hand...

FIRST ISSUE IS ON SALE
THURSDAY 3R0C DECEMBER
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0. What's orange, ugly and and just asking to be blown away in a hail of laser fire?
A. Not a Datsun 260Z (well, that too), but this giant spider baddy.

As its pink armour might suggest, this
baddy is a doddle to kill, and actually
turns out to have a babe inside,

Half (at least) of Battleclasi's appeal
lies in the wacky conversations you
have with baddies. They do leave a
lot of questions begging, though.
Why would someone want to armaur
his 8T? How can one 5T be s0 much
better than another? What actually is
an 5T Ilvan? We phoned Atari to ask,
but they were out.

Great balls of fire! (Or photons, anyway.)
This baddy's jumping around outside
what's left of the Houses of Parliament.

Just bought a
Super Scope?
Wondering where
to point it next?
Well here, at last,
is the first Scope-
compatible game.
(Apart from the six

BATTLECLASH

Us Release

Game: Battleclash
Publisher: Nintendo
Developer: Nintendo of

America

Price: Approx. £30
Release: Out now
Players: |

Cart ROM: 8 Mbit

you get with it, of course. But, well...
hem hem.) Anyway, what'’s it like? Is
there any ‘scope’ for improvement?

Baddies attack you
one at a time, and this
one is the first you'll
encounter. (A Mutant
Mutant Turtle,
perhaps?) He's
unbelievably easy to
kill - it's almost as if
he wants to die.

Ha, you can’t hide
behind that shield!
(Er, actually he can,
and he does a pretty
good job of it, too.
You've got to try and
shoot the bits that are
sticking out.)

This handy map
appears between
levels to let you know
how you're doing.
Here we've cleared
the Earth and are
headed for the last
stage. (Good, eh?)




|70% ] 56%

I: Quite a bit more exciting
than previous offerings, but not
¢ conclusive proof that the Super
' Scope is the peripheral of the "90s
¢ (or whatewver). It's just too limited,
and too repetitive. (And miles too
easy to finish.)

et

e i

(Gagh! - Ed.)

WHAT IT IS. HOW IT WORKS.
WHETHER OR NOT TO BUY ONE...

Confused by all these
‘Super Scope’
references? What is it,

exactly? With the recent

release of the first
Scope-compatible game,
and the launch of the
Super Scope Super
Nintendo pack, we
thought we'd better take
a look. (Then we
realised how daft we'd
look sitting there with a
gigantic piece of plastic
on our shoulders, and so
made Jonathan Davies
do it instead.)

You do look incredibly silly peering through the Super
Scope, it's true. (May y'd painted it black or
something...) But extra bits of hardware for the Super
Nintendo are pretty thin on the ground, 50 it's always
exciting when a new o mes along

Although it looks gly impressive and
complicated, the Supe ity very simpla,
and not nearty as d I seems. |t connects up
to your Super Nintendo in place of one of the joypads

COMPATIBILITY

An American or Japanese Super Scope won't
work on a UK Super Nintendo, so don't bother
buying a cheap import one unless you've also got
an imported machine. On the other hand, impaort
gamas should wark fine with a UK Scope.
However, Battleciash is only going o be £30
when it comes out over here in February, so
you're unlikely to make any cost saving by buying
the US version. {Confused? Me 100.)

ADJUST AIM

Each time you wse the Scope you've got to calibrate
your sights. (It only takes a moment.)

and lets you “shoot” things on the screen. (Well, not
actually shoot them, bf course — that would break your
television. But the etfect's the same.)

Interested? Wall, you can either buy the Super
Scope separately, or pick it up along with a SNES in one
of Mintendo's special packs. Either way, the Scope
comas with a cart containing six games (which we've
tested overleaf) and a special receiver unit that acts as a
no-hetween for the Scope and your SNES.

HOW IT ALL WORKS




The Games

THE ONES THAT COME FREE WITH THE SUPER SCOPE, THAT IS

BLASTRIS A

This is a version of the
classic puzzle game
Tetris, with two
differences: a) it's played
sideways, and b) instead
of mawving blocks into
place you, er, shoot bits
off them till they fit. It's a
bit silly, to be

quite honest

and very 29%
horing indeed.

If you really twisted my
arm, I'd probably have to
admit that Mole Patrofs a
bit of all right. It's
extremely simple = you
just shoot the blue moles
as they pop out of their
holes, and leave the pink

ones along. It's

actually quite
good fum, and

dead cute.

~

Hare you're chasing enemy
aircraft around, trying to
shoot them down while
avoiding their missiles. It's
a bit like the coin-op
Afterburmer, only gven
worse, and the ground
doesn't spin round. Again:

Nicely done, but

good for about
ane-and-a-halt 55%
minutes, /

S0

=,

Qb crumbs, This is just |
the same as Engage, anly '
this tima the aircraft

become robots and

they're coming towards

you. It's been neatly i
programmed, and is

probably stretching the :

Super Scope to |
B |

its limits, but
very boring. |

SGCORE 3000

is still really

!

This time coloured blocks
fall down the screen. and
some change colour if you
shoot them. If you make a
line of three biocks of the
same colour, all three
disappear. Slightly batter
than Blastris A, but there's

nat much in it
Only a coupla 32%

of minutes'
fun hera.

2000 Missiles fly across the
screen, and you've got to
shoot them. The catch is
that you have to allow a
bit of time for your shots
tio reach them, which
means aiming slightly in
front. It's professionally '
done, but good

for about one-

and-a-half 32%
minutes tops. _/

UPPERS P ,

The Scopa actually does What it sets out to do extremely well. it's wall
made, surprisingly accurate and pretty high-tech too = it's a real plus
nat having bits of wire dangling all over the place.

As for the six gameas that come with it, well, coming direct from
Mintendo they're extremely well programmed. And the actual
‘shooting’ side of things is done so well it does actually feel like you'ra
shooting things, rather than sending electronic signals to your SNES.

DOWNERS

The design of the Scope does have its disadvantages. For a start the
sights are possibly foo accurate - you tend to hit what you're aiming
for every time. Plus it’s too bulky to swing around quickly, and the
weird position you hold it in makes your shoulder hurt,

The games are the real problem, though, because the 'scope’ of
the Scope is so limited - all you do is point it at the screen and shoot.
To their credit, they do their best to take full advantage of the system.
But shooting coloured blocks is much the same as shooting moles,
missiles or planes, and it gets bofing in no time at all.

As for alternative games, there's Baftleciash (which doesn't get a
UK release till February), but nothing else on the immediate horizon.

THE VERDICT

Judging by the software currently available for it, the Super Scope simply isn’t
worth the money - either on its own, or as part of a Super Nintendo pack. And,
o he guite honest, it's very difficult to imagine a game that actually wowld be ;

any good on ﬂ.-ﬂmmm,ﬂn]-p-_lu.

A ' 4
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FINAL FANTS

MYSTIC QUEST

If you said ‘RPG’ to an Amiga or PC owner, they'd be
gone within the blink of an eye. The prospect of

screens full of orcs, elves and action points is a
frightening one. But, thanks to games like Zelda, Ys Ill
and Lagoon, RPGing on the SNES is something the whole
family can enjoy. Just ehacl: out this game, for instance...

Us Release

Game: Final Fantasy: Mystic Quest
Publisher: Squaresoft
Developer: Squaresoft in-house
Price: Approx. £30

Release: Out now

Players: |

Cart ROM: 4 Mbit

You'll meet all sorts of different
characters during your guest. Some
are friendly, while others might

: ) | take a bit of persuading. One thing's
a for sure, thaugh - they all have big
eyes. Here are a few of them...

Here's, well, whatever
you decide to call him.

% ; He's your character,

: - anyway, and he comes
equipped with a sword and not much
élse. By the end of the game he

Fimal Fantasy: Mysiic (uest sees you trying to free the.
world froms the grasp of some dreadful baddy or otiver.
Each area of the land bas been affected in a ditferent

way ~ this willage kas been horsibly frozen.
ought to be a great warrior, with a
habe hanging off each arm.
This mysterious old man
appears at various Quite what this ladder is The population of the village
points throughout the The really for isn't clear, as stepping have been prematurely aged by
game, and fills you in on old bloke into the water just gets  the mysterious blight that's
the plot (which is something to do on this your feet wet. atflicting the whole land.
with saving the world from an evil island " I
someone or other, and some steff hasn't got
abouwt crystals) anything much to say - he just
: ; grumbles about how five minutes Hop across
Kaeli is the first person t\\aqnl'relfasrualtr young. these logs to
to join your team ' Y get into the old
Though pretty, she soon B : ... man's back
gets nobbled by a | : parden.
minotawr and needs rescuing. . T - ‘

(Typical, eh?) In her favour, she
does give you an axe which is great
for chopping down trees

To save Kaeli you'll
want an elixir, which
you'll need to get off
Tristam. Before he'll
give it to you, though, he wants you
to help him kill lots of baddies - a

You know
that chap

JANUARY 1993 ISSUE 3)

you
great opportunity for building up helped
your Experience points Go into back in
this house the forest? (Well, you did,
Once you've rescued H and you'll anyway.) Here he is again, and
Kaell, Phoebe is the | run into he’s got something to give you.
mext chick in line. You Kaeli, il
meet her in the icy " whose Well well well...
wastes of Aguaria, and she usefully help you'll need later on. She's a little One of the many locations in
turns put to have some pretty nifty reluctant to help you at all, but a m M #
spells up her sleeve, as well as a quick fiash of your withered branch first ::'_ Tﬂﬂlﬁal':uﬂl;g: "
handy clawed glove, showld change her mind.

¥ y 9 7 s i




Final Faniasy
¥, the next
game in the

serios (after
Firal
Fantasy:
Mysiic Qwesh)
to be

releasad.

Dikcay, this bit's incredibly complicated, and has
taken hours of research. So a) listen up, and b) be
jolly grateful. (Deep breath.)

Final Fanlasy: Mystic Quest is one of series of
Final Fantasy games that consists of Fimal Fantasy |

and Final Fantasy I on the Game Boy, Final Famtasy

-

THE FINAL FANTASY STORY

on the NES, Final Fantasy Il on the SNES — which is
called Final Fantasy IV in Japan for some reason -
and Final Fantasy V, which is also on the SNES. |Or,
at least, it will be when it's released, though much
excitement surrounds it in Japan already - where
the series is hugely popular - as it's the first 16
Mbit Final Fantasy game! You might be better off
waiting for Final Famtasy I, though, which is the
US version.) This one — Flaal Fantasy: Mystic Quest
- doesn’t actually fit into the series as such, being
more of a Final Fantasy spin-off,

aimed at introducing younger

players to the delights of role- n

playing games through its simplified
plot and less challenging puzzles.
(Wheeze.)

Loak, we've sven found a tip for you. Just inside the
forest, rght at the start of the game, is a chest. Open
it and you'Hl find some cure potions. Then leave the
forast, re-enter it and — woah! - there's the chest
apain. Do this often for loads of potions.

ITEH
SPELL
ARMOR
HEAPONS
STATUS
CUSTOMIZE

What wauld an RPG game be without an inventery?
Here yoo can see that withered branch in all iis glory,
a5 well as a few potions and things.

FTITIT

Like s0 many SKES games, Mystic Quest gives you
this map which plots your progress threugh the game.
You can re-visit locations to pick ep goodies and
increase your Experience poinis.

The Bons Dungeon is absolutely crawling with these
baddies (as well as lols of old bones). Right at the
end of it s Flamus Rex, whe's guarding the first

crystal and is a real git to kill. {Leckily you've got
Tristam to haip.)

BATTLE STATIONS

While Zelda treats battles as simple sword fights,
Mystic Quest complicates things a little more.
When you encounter a gang of monsters, the
action flips to this screen, which shows you
facing the monsters. Each of you has a certain
number of points, which are reduced each time
you're hit. You can attack monsters with either
weapons or spells, and your attacks will be all the
more successful if you've accumulated lots of
Experience points.

But what happens when you're completely
outnumbered? Luckily, as you progress through
the game you'll be able to team up with other
characters, who'll fight alongside you. (Only one
at a time, mind.) These characters will hopefully
know some decent spells (life spells are
particularly useful if you get killed), and will also

lerh some of the flak from the bad guys.

GOOD, BAD OR UGLY?

If a game's described
as ‘asimed at the
younger player’, you
can usually bat that
not only will it be
complete rubhbish, but
you'll have it finished
within minutes - even if you're barely out
of nappies. This is set to change with Final
Fantasy - Mystic Quest. At last our long-
suffering Younger Players can enjoy a game
that’s been specially designed for them,
rather than having to make do with an
Older Player's hand-me-downs.

. The chronologically challenged { Who? -
Ed) aren’t the only ones who'll benefit from
Mystic Quest's simplified approach, either.
The vast majority of the population find
fantasy role-playing games rather daunting
- me included. But no-one could possibly be
scared of Final Fantasy: Mystic Quest. It
eases you gently into the swing of things,
and never gets even remotely complicated
and boring. It's neat the way the intro
gently blends into the start of the game.

Given that the game lives up to its
accessibility promise, then, how does it fare
in the fun stakes? Well, the graphics aren't
exactly fantastic. The colours are a bit drab,
and the sprites rather small. (There are
plenty of nice bits, though, and some of the
baddies look great.) The music is brilliant,
however, which helps.

But best of all, Mystic Quest is really
nice to play. It's got a great line in humour -
the bemused look your character gives you
when something weird happens, for
example, and I loved the bit where you
discover a really important crystal, but your
companion wanders off and starts playing
with a telescopic arm or something. (Sorry,
it's one of those ‘had to be there' occasions.)

The only aspect of Mystic Quest that
can't reasonably be excused is its size. Four
megabits is absolutely nothing in RPG
terms, and after about an hour's playing I
was roughly a fifth of the way through the
game. And if [ can get a fifth of the way
through in an hour, our Younger Player
would probably be about half-way through
after half an hour. (Er, hang on. That's not...
Oh yes. I was forgetiing - Ed.) But then, at
this price (around £30 from most importers),
who's complaining?

Final Fantasy: Mystic Quest doesn't
quite measure up to the standards set by
Zelda, ¥s and the forthcoming Dragon's
Ouest V, but it's a really smart little game,
and I enjoyed playing it immensely. It's also
a great introduction to fantasy role-playing
- just as its makers intended.

@ Jonathan Davies

[ 1: Funny, hugely enjoyable
and a great introduction to the
genre. Just don't expect it to last
you for very long.




DRAGON QUES

INSIDE JAPAN’S FAVOURITE GAME

b J;JJ fl

Remember the queues for Street
Fighter Il when it was first
released in Japan? They're as
nothing next to the ones Tokyo
saw for Dragon Quest V when it
appeared back in September.
This is the most popular game
series of them all in Japan, and
Dragon Quest V (the first on
Super Famicom) is the most
popular episode of the lot. But
why then, if it's so good, have so
few people outside that country
even heard
of it?

s almost

impossible

for games
players in this
country to
realise just how

popular the
Dragon Quest
series has
become in
Japan. Imagine
the amount of
excitement and
media coverage
we've had for
Street Fighter IT
over here, say, then double it, and you'll
still be nowhere near, After all,
Japanese game shops were seeing
quenes of up to 12,000 waiting patiently
outside their door to buy the game on its
first day of release. It'll be a long time
before any single game eams itsell that
sort of reaction in the UK...

Oragon Quest: the
tomplete set of 8-
bil NES cartridges.

Dragon Mad,
a friendiy
mnster

Dragon Juest music cm.

BUT WHY DRAGON QUEST?

That's a difficult one to answer, Certainly, it’s hard
to see the appeal from an outsider’s point of view.,
The Dragon Quest series are falrly involved fantasy
role playing games, laden with Japanese text - not
unlike a hundred that get launched in Japan every
vear. Only those fluent in Japanese could hope to
understand the reams of options and text boxes
appearing on screen whenever you come across a
problem, someone to talk to, or try to do anyvthing
complicated — as you can see from the screen
‘grabcs. we got stuck very early on in the game!

COMING TO AMERICA

50, the original Japanese [vagon Quests were never
likely to do well outside their
native country, that's obvious.
There must be more to it than
that, though - surely translating
the games into English can't be
that hard?

Well, no, it's not. The
technical detalls aren’t tricky at

only ever available on NES, were
translated, and sold in America
under the Dragon Warrior label,

T0 TOWN...

appear on just about every

sells out immediately. We've

sean mugs, pencils, collectors’ cards etc - this thing you see here -
iz a CD of Dragon Quest music. After Slime, perhaps the most

commaonly merchandised character is Dragon Kid, the tiger-like
thing on this month's cover.

The thing is, something was obviously
lost along the way. Indeed, the series is
nowhere near as popular in the US as it is
in Japan, where the admittedly lousy NES
graphics (Dragon Warrior {1 "looks and
sounds like lizard stew” said one popular
American games mag recently) have
turned a healthy proportion off the
serles. The far less appealing Amerlcan
box artwork may have done its share to
marginalise the games there too,
Which brings us to an interesting
point. You see, graphics are rather

all — indeed, the first four games,

SLIME GOES

...hut he doesn't stay there for long.
He doesn't get a chance - he's too
damn popular. You see, the Dragon
Duesi characters, with the blue blob
Slime leading the way, currently

merchandisable piece of kit you
can imagine — stuff which normally

By Matt Bielby and Tai Ono

» [ ]
L |
M EE R |
B o 1 Typically
5 confusing in
E Qame SCreen.
: It looks like
7 Zelda, bul
with tmuch)

more writing,

more important to the series than a quick glance at
the screenshots would indicate. In many ways what
really matters is nof what you see on-screen, but
the character designs, which are done by Akira
Toriyama, one of the most popular Japanese comic
artists. Akira's the guy behind fvagon Sall, the
manga series which has since spawned a TV series
and Super Famicom game. He developed the
Diragon Quest character designs and series artwork
from the start, creating a whole host of instantly
recognisable characters, The hlob-like Slime, for
instance, is a big star in Japan.

Cute, appealing and unusual characters aside,
the other main reason for the Svagon Quest success
is simply that the Japanese like “that sort of thing.
The games are hig, can seem fairly slow moving,
are packed with fairly repetitive battle scenes, and
jammed full of text - just the sort of thing they love.
They're a patient people, you see — as these games
show, much
more patient
than we are,

FPapas, your
father in the
game,
complete wilh
our young
hern lon
the leftl.
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‘ones - at a price!

PLAYING DRAGON
QUEST D:

HOLD THE GAME
ACTUALLY WORKS

The Oragon Cuest games are long elaborate
quests, featuring all sort of sub quests you've got
to undertake along the way, lots of people to
meet and get information off, lots of monsters to
fight (you can collect gold from dead ones),
assorted characters you've got to recruit to your
party and, somewhere at the end of all this, a big
bad guy to defeat before he invades the land with
lots more monsters (or something). As you make
your way through any of the games, you'll keep
coming across towns at which
different things can be done. At
itern shops you can buy or sell
stuff like holy water, while
weapons shops flog more
offensive stuff, At inns you can
stay the night to replenish both
Hit and Magic Points, while
churches will heal poisoned
people or even reincarnate dead

4

i emm—

bOragon Ouest

In the Dragon Quest games

there are eight different types of  fever: The
character you can choose game [aboue)
between to build up your team.  apg pur

The different games allow you to
lead parties of various sizes,
though usually only four are allowed in the
fights. Here's how they stack up:

iarrior

That's what you play - an all round fighter with
Knight-type strength, but also a special set of
attack magics only warriors can use.

Knight

Can be equipped with heavy weapons, and have
the highest Hit Points, Can't use magic though.

Magician
Strong at offensive magic, but lousy in the Hit
Point stakes. Can't carry many weapons either.

Clerics

Expert at defensive magle, and essential for
replenishing Hit Points of other team members.

Philosopher

You'd think he'd be useless = not so! Instead
these guys are good at both types of magic, and
pretty strong physically too.

Martial Artist

Born to fight, just like the Knights, but they can’t
bee equipped with many weapons.

Businessman

Yes, really. These guys can give you info on
items and weapons vou don’t understand, as well
as help out when buying and selling things.

—

heroes (right).

Clowns

Very high in Luck, they rarely get hit during even
the fiercest fights, However, they're of limited
use otherwise,

The big difference between Dragon Quest Vand
the previous games is that this is the first to
allow you to recruit monsters to your side, not
just boring old people, There are over 200
different types of monster in the game, but 40 of
them have the potential for good - they can be
won over to your side. You can equip them with
weapons, and build up their power to help out in
battle - not only are they often really powerful,
the monsters are all so different that this game is
much more variety packed than earlier ones.
That said, the monsters still fit into the same
categories as human characters have done
— throughout the game

This pink series.,

elephani
thing is
yet
anaiher
monsler
from the
game.

You get your warriors, you
knights and vour businessmen. For instance,
Slime is a cleric character, while Dragon Kid (the
tigerdike creature) is a Knight.

The other big improvement recently added
to Dragon Quest (it first appeared in the NES-only
IV, and has been carried over to DOV) is Artificial
Intelligence. In early versions of Dragion Chiest
you directly controlled all the characters in your
party, but now yvou only handle the hero. The
computer Al does the rest, In a fight vour
companions will decide which moves to use
themselves = and they're meant to learn by their
mistakes, improving in intelligence as the game
goes on, (From people we've talked to, it's
dubious whether you actually notice this as you
play the game, but it’s the thought that counts.)

DOV will be released as Dvagon Warrior Vin
America soon. Look out for our review.

Japanese Release
Game: Dragon Quest V
Publisher: Enix
Developer: Chun Soft
Character Designer: Akira
Toriyama
Price: Approx. £50
Released: 27 September 1992
Players: |
Cart ROM: 12 Mbit + BB




Designed and Manufactared by DATEL ELECTRONICS \

— oy THE ULTIMATE ”:“,:, i
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* SUPER NES™ T |
{

NOW AVAILABLE FOR THE ONLY

W
™ " GAME BOY V3199
——— FANCY YOURSELF AS A GAME HACKER?|

YE’ WITH THE ACTION REPLAY CARTRIDGE YOU CAN NOW PLAY
izl YOUR FAVOURITE GAMES TO DESTRUCTION!

Just imagine, infinite lives, unlimited energy, unlimited
power or extra fuel/ammo. Become invincible with the
Action Replay Cartridge for your SUPER NES™
or GAMEBOY ™ Console

B Action Replay is a powerful cartridge B SUPER NES version of Action Replay also
featuring its own on-board LS| chip allows you to use American and Japanese
specially designed to allow the user to cartridges on your UK console . . . that's
effectively “re-program” their cartridges  dozens of titles available NOW!
so they can play their favourite games
to destruction! B with its advanced ASIC hardware design,

the Action Replay cartridge can react to new ~

B With its unigue built-in “GAME games as they appear. No need for future

TRAIMER", you can actually find and updates, no need for code books . . . this is
create your own cheats for Infinite the only cartridge you will ever need. :
Lives, Power, Energy, Levels, etc. etc.

B No user knowledge is required at all - if
BN I you can play the game you already know
ow you can play your games to how to use Action Replay. All input is via

levels that you did not know even the i ti 5 i i o
existed. This is the cartridge the JOySTRNERN - T Cqulan't be simpler]

experts use . . . the average cheat "“NINTENDO", "GAMEBOY" & "SUPER NES"
takes only minutes. ARE TRADEMARKS OF NINTENDO OF AMERICA INC.

NOW YOU CAN PLAY AMERICAN s crn
& JAPANESE CARTRIDGES iq 4 ” SAoaEoox
[

ON YOUR UK CONSOLE. I e |

¥ Wwith this universal games adaptor you can now choose
from the huge range of available US & Japanese software A * IMPORTANT

for your UK SUPER NES Console. ACTION REPLAY IS NOT DESIGHED,
MANUFACTURED, DISTRIBUTED OR

B very simple touse. M Allows UK carts te work on US & JAP Consoles. ENDORSED BY
HINTENDO OF AMERICA INC.

HOW TO GET YOUR ORDER FAST! - 24 HOUR MAIL

ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.....

bATEL EcECTRONICS R

STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 2 ik -
TECHNICAL/CUSTOMER SERVICE 0782 744324 i ISP ATCHED WITHI A5 Hre
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game in its own right,
thﬂ superb/gigantic/ take on all seven worlds
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pick - all superlatives Princess Toadstool...
seem to fit) Super
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World is such a huge The first, nd most ohvjous, secret area the cape or by activating the Green
gama It,S tﬂk!ﬂ us of this game is at the end of Donut | Swﬂ:h. If you stl!l still haven't worked

|t all! Eet read] to '

mﬂ#'Z:"nﬁIt"naﬁiﬁ""" ks 1, roachad eiter with the 3 ol
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your mission torescue |
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.ﬁanu Worldis one of World 1: Yoshi's Island |

laying through continually - here you |
can collect Tots of Yoshis and lives ~ life, eat the green o

ﬂ{dhhhhrnnthmlﬂhu

this Island is pretty obvious
H-'rlhh’hunr.llrnllmnu
y hidden worlds fo§

.......;._._..._._..._.-.i_..._..._.._. ol ST E AN T

). However, hm:mﬂlﬂnl

=1 Il'thusl;r
Island 2, hﬂtleinhtlmﬂm
shell and you'll gain an extra

u can bulld your fives up by

pcling repeatedly. Island 2 is

wally quite a good level to keep

thﬂ

any uther

-

2m. uhd,

of course, it’s nu of

the most popular, too.

The nnlr mhleq: is

tlung it’s
at laast t

assive.
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hile still early on in the game. Eat a .ml_rﬂm

@) The Top Secret Area via the hidden axit in
practically slaps F Donut Ghost House? b) Donut Secret 27 ¢) All
: five entrancas to Star Road (via Donut Secrat
| IGGYS ER#TI.E Housa, Vanilla Secret 1, Valley of Bowser 4,
. Wait II I],n 5 [ the Forast Fortrass and Soda Lake)? d) Soda

| Lake? d) Goal 2 from Forest of Nusion 1 to
the ﬂ' a l]l'ltﬂ_ Ili; . Forest Ghost House AND the sacond goal from
into the lava. By the Forest Ghost House leading back to Forest of
Ilusion 17 @) Goal 2 from Forest of llusion 47
&) The Chocolate Secret Area? f) The lock and
key in Valley Ghost House? g) The 10 goals In
the five Star Worlds..? (Ete...)

load of red apples for an extra

€ anssi |

T AMVANYT
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* Yoshi Island's boss is lggy - getrid of | -—r
him by pushing him into the lava. [ :
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Watch out! Morton can rutuie and urallc t:

Hal Hnﬂ*n s just a mrlnry On to the

Yoshi's Island 1
Yellow Switch Palace
Yoshi's Island 2

really. Jump the Blarggs when their eyes
start to sink (the highest flying Prize
Block is a 1-Up); ﬂr alml the unmm
“pipes for the 1-Up Pipe; run off and then
back onto the screen when you see the
bouncing 'lnlpa shell (it will stop) and

Yoshi's Island 3 throw it ards for Yashi. Then fly from
up walls and across ceilings. Vanilla Dnmu,,i Yoshi's Island 4 | the nat ng near the und to find a
Iggy's Castle secret ulmui
out the whereabouts of the Green  door and climb. And to reveal the Top Donut Plains 1 (Hidden Goal)
Switch, it's above the group  Secret Area, take the cape to llbll# Donut Secret 1 (Hidden Goal) _VANILLA MHE " PR TS
af four Rotating Blocks at the Ghost House and fly straight up Ihﬁl!ﬂ Donut Secret House (Hidden Not much to say I'mn, except that
64 | end of Plains 2 {you'll need to | side of the screen. Goal) there's a secret lha area dmln the
throw a Koopa shell, or fly up and hit the Star World 1 (Hidden Goal) short blue pipe.
fourth of theseblocks). | | MORTONSCASTLE . 10 Star World 2 (Hidden Goal) A e
Donut Sectet 1 also has two goals, | When you find a row if I-u Hnlating 11 Star World 3 (Hidden Goal) LEMM'I S EASTLE
one leading to Donut Ghost House, and | Blocks, hit the fourth pne along to 12 Star World 4 (Hidden Goal) (o) Try to avoid the Wizard's shats, or
the second to Donut Secret House - use  create a yine leading to an invisible 13 Front Door (Bowser's Castle) preferably jump on his head or even
the Switch Block on the row of browa—— extra-life block. Te mm, j-m.n : Theoretically, it's possible to finish mlthlm'ull-ﬁtm before he fires.
hlpcks to obtain the key. To reach the his head whilst he’s on the gn';md the game in 11 levels, without The I'Iuntiu door takes you to a Midway
sneaky second goal to Star World 1 from ~ lure him down from the ceiling by visiting the Yellow Switch Palace, but Gate that can be reached with the P
[l+n|| Secret House, hit the rotating | running in the opposite direction. He'll that would be incredibly difficult. | Switch, providing you q:nn’t collect the
block directly above the exiting yellow | only take three hits to die. { M-Hnﬂlh-ﬂ:lhh_hnuhrhfﬂ
| - 5 i : | bit, but luckily it's not really necessary.
' 5 The rest of this level is easy, including
swim uitil you see a single prize block, | the Sliding Stairs and Lemmy, who
K —exit the water, them jump on the Switch | appears one of the tubes with two
once you've carried it to the wall of | other luin as decoys. Then you have
brawn bricks to the left. Then it's simply  to merely decide which is Lemmy and
[ a matter of jumping down the left hand jump an his head three llmu to open up
i ~ shaft. Finding the first goal, " your path to the next level: Cookie |
incidentally, is a doddle. Mountain. - =
_____________ _@ ImdioNE |
Hit the P Switch and jump between
the brown blocks. The Hainhﬂ Koopa
should follow you and knock out all the
_other baddies. And don't forget about |
the Red Switch.
; VANILLA GHOST HOUSE | ARG I Skt
| ° Big Boo is the main problem here, it Bl
but (as lllll'h the small ﬂuml-, if v |
ynu look at Illm.| he stops moving. The | |
o : : concealed vine rn the R g Blocks is ‘
a4l it R MR - of little help, but the Switch located in T I I
' World 3 The Vanilla baddies. Use the :m to 1'I|| hntum the the Rotating Blocks in the room with the |
Dome yellow pipes to reach Vanilla Secret 1 green ectoplasm is needed to complete & .
5 VANILLA DOME 1 (o wait until you've feund the Red| the level. Stand on the blocks, collect * Rl
5 You can collect the power-ups by Switch). mmmmﬁm right of the brown door,
len . breaking through the Rotating complete the level. un_h stand on Ihu swilch and exit.
(i B{Il:lmlsﬁunrﬂarh but to pass | |
7 them, let go :1: shell below the grid | o VANILLA DOME 2 VANILLA DOME 3 I
@ andfollowitas it knocks ot the the Red Switch? To find this, mkmmiswrnmhhtﬁwﬂ : :
M e : = dp : :" ]
I [nnmunmm wumunl
=3 m
I =
5?:" A m w
= nnmwugnnwnlgmnm :
@ m = Pl e
=L B Pk T, Pty P M,.A--.-u-:;u,w-mﬂ-'-"r'-_.
|= e s

= o mhﬂ.mmww e, 538

Hit the yellow blocks and they'll rotate
to let you through, !
| |

his feet wet, doing a spot of

i B ..,
Watch out for Koopas in the Red Switch
Palace, and hit that Red Switch!

| " Be care uumpur the uldnql haddies here in
| Lemmy's Fplm:u




e jumping through the six Koopas with the
dthen  spring board. The gr
e the takes you to
and to Star World. If you've found
yfrom _ Switch then you
a Iu-nlulnlrd
'JAHIL!.ASEEHETE

b L .lmq'-.lm.m-l '
Hhat o hitches a lift on one of these
wn the lovely flying dolphins in World 3.
I!Llr ﬂmlnthuﬂtul a Silver P Switch to :hplh-kmuﬂqunmmutci
weven  turm ﬁupln nto silver :ulns although there’s not much in it. Reznor
 fires. ot isrelatively easy to beat — hit one-or |
idway  VANIL SE[':RH 3 more of the Rhinos from underneath,
P Iudﬂm-ﬂﬂ jump onto a free platform when the
1 the umu_tu mmummrpﬂunm |
SSary.
m o 'hIH
. Eana e FI?!H-UII\.'#
o tww ll AI
e %- b,
iy _fi s, %l:
1en up @ 1 _ -~

L ¥ i -

World 5: The Forest

| of Illusiun

. th Wigglers q- um he n by
‘I'pshllrhltﬂP a shell | uug

tum red, and deadly). Look for a :ln.h
Prize Block under the log section,

— collect the P halloon and float left for a

short cut to the Ghost House. You will |
want to find goal one first, though. '

10109 5.41A61d

Duce you've successfu 'llii:iéi:apit}it'-u

The only way to get rid of this four-
headed beastie is to hit from below. ..

red the Fortress

= Koopa shell o clear a path through the

000000¢

World 4: Cookie In rmu-u un wﬂl d the cape

| P o) .| ey
I:ughnln] of the level before uyld

o cjm illalll'll'lﬂ'l.ﬂﬂl you
nﬂﬂnp&mﬁlﬂtﬁnﬂﬂl orin

'mﬂnpﬂtﬂm

(Just try to stay out of line with the -
t-pomu, okay?) Complete lhh level to
open -1: Star umuh -
l:umuﬂ MOUNTAIN |

Iplupluﬂdlluhuthh level.
Tllu fire-dropping Sumo Brothers

ﬂ “‘, |I|t tﬂa- m “III. ar :ﬂﬂ‘ ——

them. New, also, are the pink apples;
eat two on a level and each face
dropped by the resulting Smiley Face

Cloud will be worth 100 points, and an

extra life if you catch all 10!
Specifically for this level, use the red

moles, climb the group of four rotating
blocks for a 1-Up - and don’t forget to
go down the blue ph '

BI.IITEI BRIDGE 1 |
Damn tricky best describes Ltlieu

b . serolling level, especially ﬁhnl

you plummet to your death for the
100,000,000th time, Keep jumpi
the tall platforms ta prevent then

CHEESE BRIDGE AREA n
. The quickest way to complete this
area is to take Yoshi in with you,

) to swoop i
:lrlultp

Elllt Gate
a second

DA LAKE |
few Po

ride the highest moving platform and
collect His Wings shortly afterwards. But

i |

“Adifficult ane this. Just keep jumping
on those tall platforms. |

| T HAErEi | I
BUTTER BRIDGE 2 .
o With Butter Bridge 1 behind you,
you're through the -#ut of it.

s mﬂ; m.m I u.l. .......
Butter Bridge 2 with the - agood
job, as it's HI!!I.II]' that you'll be

_bothered to do any exploring.

LUDWIG'S [:.u.s:gLE |
. There are three stages to this
¥ castle. Stage one: Ball 'n
Don't forget that the chain partis
perfectly safe to walk though. Stage

nrn The spiky enclosing ceiling. Find

the Switchand turn it off at the last

I’!I-h to give you time to leg it to the
left. Stage tlmk: Simply climb upwards.

s for Ludwig, avoid his fireballs and 5
. unmu'.

r'r.r T T PR R
e 8 T B
o

Ludwig ven Koopa's a nasty fire-
breathing ninqﬂ of work.

€ ANSSI

£66T ANVNNY(
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forget to visit the second pipe and |
collect the pink a » but ignore the
large group of prize blocks (they
caontain coins only). And the secr
leading to Roy’s Castle? Why, it's
the tall green pipe nearest the end,

bombs

goal

FORESTGHOSTHOBSE

° Run to the right :rlthllmi
n. Find the P Switch to the
rlnht. ke it to the left of the brown
lunr then collect lhuninundm

PLAYER'S GUIDE

on the S‘I_'thtﬂ | a blue doo
through this door and run to the Tn
....... D Is the main exit, but the door |

further along provides you with a lock

and key. i

° TOF lLLlISh.'IlM Z
You|have to find the second goal on

this area, else you get taken back

area two of the Forest - it's down

mid-air blue pipe shortly afta
midway gate. To reach it, either use the
cape or the cloud. Ilh'anumid |

FOREST SECRET AREA

lhlm at 'llu,..

°' ~Er, apart from making you
queasy, there's not
much to fiying-platform level. If

you've collected the cape earlier on
" then you can fly up and over the Giant

Once you have, restart the level, Gate to |mnnm4um
touch the Midway Gate, collect,  Mushro
the Super Star (knock it out
i when it's a feather) and leg it left -

! FOREST lgnnms'i's_" |
the Koopas become 1-Ups |

 third pipe is between two blue Piranha

'Wnrld G Ehnculate
- lsla-nd
cnucnuns IS

ell'ﬂl

Choccy

mrﬂlu
d 1, the short yellow

and Giant Gate are both cannons. Aim
for the large Rhino the first time,
bounce off the Koopa the second. The

I'Ipuullﬂﬂtu a new llnl;lhl bit.

EI'II][:EI] GHOST HﬂlISE |

simple runrut job, watching out

B

:in-tm before the Midway ——

.

The dolphins are back! But watch out

[ [

I HHT

T R i s

3
a

i

R

"d: L]

Not a place for : huﬂruphnhl',n sufferers, |
this, when Ihu_ Ill start l:_lug_lnl_ h

mm become 2-Ups. You can collect

to 17 lives and repeat the whole | ;
II ldnn't finish the level, thum
for up to 99 lives.

Riso, in the section ull*thnnum “_
the logs, flgat down onto a Wiggler | &=
hﬂnmamd}-‘upntnaﬂnﬂm aE

1 Providing you dan’t hit the ground T}
inhtmnihllﬂnatfrnl screen to | =
fos & lers to their M} ..... =
Ilwmtn} your score will start to turn FI] lu tht Biul Eatn uilh ﬂm help of
! 'T weird symbols, and in under three | the Gape collected earlier.
I minutes to the maximum value of
U mm :, SN | CREPCRECEE N °
™ ; Grinders in the pll m nﬂq ta the
W njnm OF ILLUSION 2 | left and leg it. This is another leve] to
=) . Grab the cape to kill the fish, and really learn your way through on |#
‘3’ “use Grab Blocks to kil sea urchins— own = won't be use. E—
and increase your speed. KJuntuth said, though, did you know that you can
P bottom until you reach a small chamber | reach a secret second red door w
g - hit the third invisible block and wait nine lives by flying from the ledge
I for the extra Iife ta Tall. Near the end 67 abave 'Eﬂ'rd door? Complete this
b the level, look for a single q:llw and you'll open up another entrance to
'E  exclamation binck - the wall to the left |  Star World, ‘
= is false and leads to the Blue Switch
- Palm lmmﬂnm-niruimu...r' ROVS € r
-t The an Block Shalw is quite

easy to get the hang of, but
__out for the fireballs and H“"I_'L'T::-
Oh, and you may find it helpful to

initially jump on the green block ta

FI]HEST OF ILI.I,ISIUII 3
o Twa goals here leading to the
Ghost House and Roy" ql:uﬁn I‘Ns

level also lnuquum huumrhd i

~ clasing in on you, so try to lure him

© o

| complete the first two s

|| mormal
~section

| the coins (including the hidden one |
1 below the prize mtitum .

| --cnnr:nuJme 3

| cain area. You'll need
'ﬂnm

for those damn piranhas... |

" for the baddy dangling the deadiy fiame.
The three blocks gh the door
turn into ghosts when you look

] lead them undemeath the door to the

|| right, and juse them as stepping mnu
to reach uual |

| CHOCOLATE ISLAND 2 fos

ange area, this, because your

changes nding on the

number of coins collected and the time

remaining. To find the key you'll to

at
an the timer. Reachi

| is easy, but note that

least 250

an along the spinning pla
peforahb
I'lml tln

tl:lthﬂllhlul

ince - for
lhuapi mmﬁmhnnnln |
lnﬂlndl_luuththt t Gate to 3 3-
Hpmquﬂml number 2. |

pass the third Ipopn statue. Roy
attp-:h;s in the way as Morton, the |

down to one side of the screen.

" waiting m'sqnmh you.
(I waiting for you at the

CHOCOLATE FORTRESS |

Nasty, this, There are spikes, there
are fireballs, and there are

il Reznor is
d.



WORLD (continued)

timer after hitting the second and you'll
; land next to a cape to fly up with.

CHOCOLATE ISLAND 5

. Use the cape to collect the silver
Switch from the cloud ledge at the

beginning of the level. Bring it down to

ground level, use it, then use the blue

Switch and the spikes will be turned info  second section, press down on the

30109 siua.'.um

Fall down a narrow shaft and touch the
green sphere tp enter a new world...

‘Weave your watery way through these
spooky spectres.

you'll need to stand between two spikes

" Reznor the dinosaur makes his _ silver coins. Collect all the coinsand __controller at the start of the hilland __and jump over the Grinder, but this
appearance here. you can go down the yellow 1-Up pipe, you'll slide down on yer bot. And you'll shouldn’t pose too much of a problem.
returning left afterwards if you want to have to run over the sinking sand bars Defeating Wendy is much the same as ﬁ?
CHOCOLATE ISLAND 4 Iook down the second yellow pipe. on section three or you'll, er, die. defeating Lemmy, only this time you
_cape for this level in make fiis ; L hawe two firehalls to contend withas
the most of the grey pipe. Collect CHOCOLATE SECRET WENDY'S CASTLE well as two decoys. Hopefully no
the three green mushrooms, activate the  Don’t bother with the green pipe on the Obwiously not taking too kindly to problem.

concealed Switch Block and, once down  first section, as it's a bit tricky (full of intruders, Wendy has littered her

__the pipe, hit the sscond P Switch, Fall —{alling platforms and Hammer Brothers) - gastle with undead baddies, spikes, — SUNKEN GHOST SHIP
and there's nothing to collect. On the

The second part of the ship is hard
- very hard. The ghosts all appear
simultaneously, but leave a gap
~sufficient for-you to-swim throughevery ——
other time they form. So swim when the
gap is there - hover while you're waiting
(moving out the way of any forming
~—ghosts]. The next stage'1s great = a huge
tall leading to a platform (if you stay in
the middle) with another Super Star on.

down the right side and fiy up and Grinders and Sparkies. In some cases .

T
1 ER

{(Why not come back and try this level
~with the Cape?) Swim fo the boffom for
Here's another game area where that Wendy's a bit of a toughie, she's filled Hoorah! Our hero has met the challenge  two extra Marios, and hit the guestion
cape comes in jolly handy. this bit with some nasty surprises. and outwitted Wendy. mark to exit.
(caretully) negotiate the sand maze to

find the secret exit though. (Jump first
from the extreme lett of this section for
a cape.) Then on section three, run

guickly until the first sand bar is out of
wiew, return (the sand will be gone) and

and left out of and anto the right side of g
the tunnel.

| 4 VAUEYEDRIRESS
The sneaky thing is that this
fortress is easigr to complete
without the collectable cape, which

Mario's in the spotiight, here, as he
meets the Mechakoopas.

and makes the spikes harder to pass. (It will be killing Bowser with presently.

might be a good idea to Power Up with g
red mushrooms from another level first,  VALLEY GHOST HOUSE M
abe survive the initial set of three spikes - the green blobs to create two ”
nﬁ the key to passing the set of quick ledges with six doors, leading (taking -
it Wurld? The ‘H‘alhy of  through and (and!) look out for a single  spikes near the end is to run slightly the doors in order from left to right) to >
el Bowser — Rolating Block near the end goal Tora  befare they éven start moving upwards.  elther the right side of The coin snake *'—E*'—
ﬁ]_ VALLEY OF BOWSER 1 vine leading to a 1-Up Pipe. Reznor is easy to kill (again) - you'll reom, the exit, the exit again and the ; -
a3 . Bring in the cape to Spin through then be taken to The Back Door of left side of the coin snake room (with a -
| the Footie Players and Moles. VALLEY OF BOWSER2 | Bowser's Castle. green mushroom). You want the short -
L' Riso; catch a lift across the pit of biack e Hit, then jump immediately onto, 1 cut to Larry's Castie? Take this last -]
' flowers on top of @ Mole; take the . the single Prize Block to avoid the  THE BACK DOOR door, then carry the P Switch until you L
*.__ highest tunnels to find the Midway Gate;  coloured shell. Or bring in Yoshi, eat the . There isn't really any great are underneath the coin snake block,
; " fly to the right of the black flowers fora _shell and (if desired) collect His Wings challenge to this level, as it mainly _facing right. Hit the block, immediately
g 3-Up moon; jump from below to fill the  from just through the green pipe foskip  serves as an introduction to the hit the P Switch, and jump on the *
; gap in the tunnel floor about halfway the remains of the level. You'll need to mﬁﬂo[ﬂ“niﬂu

Mechakoopas who - by jumging on,




68 |

' through — Super Mario can slide through . You could try to fiy section one, but  doors to the $pike Sprint - as soon as

' |
Ehunh atmplt by roliing hulum at you The Brm Block Shnlw ruppnm to
|w | with their :Hmta

:tfu'f.:ﬂ‘;?i,:,,,.,mm SU ER M RIO

#p purposes and spin through the _ | |
large shaft of Rotating Blocks (fall down i !
""" “thie warrow shaft and aim Teft it you are ﬁfﬁﬂin@lmhmuhqnma ‘i
small Mario). Beyond the Midway gate, defeating lggy, but here stand about a|
stand to the left of the wall in front of third of the way along the platform to | Star Road
Chuck, run and jump against the wall to lnnlu the ﬂ@ulls from nh lava. { STAR WORLD 1

~ avoid the boulder, thmihljiim s 5 BB B This entire world is a downwards trip
over him onto the glatform. All fhe other HHHSEH 5 B#STI.E E through layers of Rotating Blocks.

4___.

| | | Chucks can be run | .n:wpli last  From the initial choice of four doors, | Every one of the Star Worlds has two
| Mario’s got six doors to choose from m ~ which you should over. Using the _take door three (Koopa Camouflage) as goals - you need to find the hidden
llu Ehus‘ll-llua _ | l:m;ﬁnmﬂw yellow Bonus Black)to  this is the only section with a IR B q0al on each to open up the next Star
. e large luLl is easier than collectable power up (if a cmuﬂuu World, but to register all 96 goals
nﬂli. Steer the slalul to form hu ]ul|:|lI on the Koopa.You'll need Yoshi  square has holes, you t:lq jump timnh you'll have to go through both. Here,
_____ g arpest steps possible to | 1o eatithe key to open up Star World. it} - the higher of the two rrurﬂrpr-ut goal one is at the bottom, while goal

reach an entrance to a | | i camouflage squares cnnT a hathrL BB two is found by breaking through the
chamber. Only small Mario will 'I'Iti LARRY'S CASTLE : Take door alh of the next choice of four Blocks to the far right.

___.__ﬂnmmﬂuﬁquum . grips with___ the vicious spikes start ta rise, wait for | S/ U S
mnlllluhishuﬁﬁm-iw Ih‘ill"lll‘llﬂlﬂl. Flumtpdumnym then leg Star Road also introduces you to the
; it. The third section is effectively the coloured Yoshis - there was a hidden
VALLEY OF BOWSER 3 | : koopa makes his R TRt e L. B Red Yoshi to be found on the previous
g There’s not much we can say about shots to Mlmmmmmnm world, but here Baby Blue Yoshi is
rather more obvious. Feed him the

ﬂmtsuﬂlnﬂnhﬂhrmlhm,
I

this bit, except, er, it's easy. | biast through the Rotating Block walls.

| | | é | Super Star and he will grow instantly.
Swim along off the top of the screen
{if you're feeling really lazy) and enter
the green pipe for goal one, or swim
under it for goal two.

AR ST W Fisdd =
2 & 3 ﬂD =i h.;l;.al

STAR WORLD 3

The normal goal shouldn’t be too

tricky to find (hem), nor should the
hidden one. Feed Yoshi five dropping
Spinys, use the Silver P Switch,

collect the coins, pick up one of the
Grab Blocks you're standing on (simply
press X ar Y), jump onto the high Grah |

The Back Door fo Bowser, iuu: no feather
iy nﬂn Iifr: more difficult. i1 you go this way. {

) e SR DERESRERR L kLSRR VCEE RS R I |

ISEEI.IE 3

mﬂunm‘ 1993

What? You want me to tell you how to
kill him? And spoil all the fun? Dkay,
Bowser only requires six hits to kill
and comes at you in three waves,
switching after two hits. In the first
he'll move left and right only, so your
only road to death will be collision
with the rotor blade or one of the
baddies he throws out. Instantly kill
the first baddy that lands (to avoid
collision), stun the other and throw it
50 that it hopefully lands on his

head. The subsequent fireball attack
can be avoided by standing to the
right of the screen and jumping as far
to the left as possible when one is
about to hit you. Now stay at the far
right as Bowser hovers. When he
stops, run to the left, then run back
to the right to jump the first boulder
he throws, remaining to the right for
the second. For this wave Bowser L
attacks in a two-boulder, two-baddy a3 T T
pattern. In the third he'll bounce at
you instead, stopping every now and
then to throw out two baddies which,
in case you hadn't realised, is your
chance to kill the bast.




yards trip

locks.

; has two
hidden
next Star
goals

th. Here,

hile goal
ough the

u to the
@ hidden
y previous
pshi is
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instantly.
g SCreen
and enter
or swim

e too

iid the
drapping
ch,

ve of the
on [simply
high Grab

The map of the Star Warlds, shaped
[spook!] ke a giant star. How's
Mario going to get round this lot?

Blocks, use it to knock the bloke out of
the cloud, hop in and float up left.

STAR WORLD 4

Pick up the baby Yashi, feed him five
Koopas, then use a blve Koopa from the
guadruple green platiorm to soar to the
right. Keep the platiorms in view and by

S RSN AN MRS SRS D SOOI 08

the start of the level to reach the
second goal. Stay as high as you
can, maintaining your altitude long
enough to reach the ledge of yellow
exclamation marks. Then just run
right along the ledge, ducking with a
run-up to slide under through the
small gaps. Soaring through the

level is the easiest method to
reaching goal one as well.

Special Zones on the Star Road have
these nifty ‘night sky’ backdrops...

the time Yoshi swallows you should
land on a green platform a short
distance from a sef of revolving
platforms. Jump right until you reach
the orange pipe and leave Yoshi by the
keyhole on the exclamation platform
below. Throw the red Koopa shell at the
prize block, re-mount Yoshi, collect the
key and away you go.

«..not to menticn lots of dangerous

drops it's possible o fall down

STAR WORLD 5
You'll need a cape and a run-up from

A R e N
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Ut Release (35

Game: The Irem Skins Game
Publisher: Irem
Developer: Irem America
Price: Approx. £45
Release: Available now

Players: 1 to 4
Cart ROM: 8 Mbit

If vou fancied a round of golf
you’'d probably head for your
local amusement arcade. If
it’s got a Major Title machine,
that is. And now here’s the
conversion. Will it leap to the
‘fore’ of SNES golfing games?

AH 230V, e f B CTTITITTITITIITN s
| IDIRECTIOHN| ISTANCE} |POHER] |

Above: What a bunker! This sort of thing's in any SNES golf game, but deesn't always look this good. CTEITITTITTETTITE
___||PDHER]!GIVE UP]

Check out that reflection! Right: Putting is made a great deal easier with this averhead view.

JONATHAN (HURRAH!) US JASON (BOOD!)

THE HOLE IS BIMPLY
LAXD DLWIT, IT*S A

Folad L - ]
CHAMNCE FOR BIRDIE. ]|

You're given four characters to choose from. . T DL
DB DIRECTIONLSTANCE FIFOMERF GIVE U]

While they have different skills, they all have one
thing in common: appalling dress sense. Good afternoon, and welcome to round 1 of As the favourite (in all senses), Jonathan's in
a buoyant mood this beautiful afternoon.

HERVY REOLGH

Al ZE0Y [ I T T N IO
CLUBDIRECTION] I STAHCE FOHERN GIVE UF] O] DIRECTION) STAHCE L FOHERI GTVE UP

There are four types of game: Skins Game, where
you win $10,000 per hole; Match Play, where the Oh dear — he's in the rough. Jason thi *ws his The sun slips behind a cloud, and Jason's

winner wins most holes; Stroke Play, where the . club to the ground. Temper, temper! afternoon goes from bad to worse.
winner takes the fewest strokes, and Tournament. ™.




| The Americans and Japanese
are potty about golf, and there's
consequently quite a range of
games to choose from. The first
] to appear was HAL's Hole-in-
One, which adopts a
straightforward overhead view
of the course, and plays very
much like an arcade game. The
mare recent games (Irem Skins
included) have tended to go for
a player's-point-of-view
approach, which loaks much
more realistic, but can slow
things down.

PGA TOUR GOLF
(Electronic Arts]
On other machines this is
brilliant. The Super Nintendo
conversion is a let-down,
. however, unfortunately looking
\ horribly naff, 60%

B

JACK NICKLAUS GOLF
(Tradowest)
The graphics look really nice...
once they've been drawn.
Trouble is, the game takes so
long to do this that it's virtually

unplayable. 62%

HOLE-IN-ONE GOLF
WAL}
Lots of Mode 7 whizzing about
that’ll impress onlookers, and
really good fun to play. Not
much of a ‘golfing’ feel,

| s CHECKING OUT THE COMPETITION =5

PEBBLE BEACH GOLF LINKS
[TEE Sott)
Along with Augusta Masters and
Walalae Country Club,
(previously) the best on the
market. Mice graphics and really
playable, if a little slow. 52%

SUPER BIRDIE RUSH
[Data East)
The same simple overhead
approach as Hole-in-One, but
with cute characters, nice
graphics and — oops - loads of

though. 75% Japanese text. 76%

Aren't = Facts 'n’
those 5 figures fans
reflections =% will feel

of clouds :\{. right at

on the = home with
water = these score
nice? (I 5; sheets.
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Marvellous shot. Jonathan tips his cap to
the crowd and sets off down the fairway.

Meanwhile, Jonathan's on the green, and
that putt's looking good. Steady, steady...

«
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Jason steps up to the tee. Is that a hiss
coming from the crowd, or just the breeze?

It's in! Jonathan picks up the prize money.
(It didn’t happen like this af all - Jason.)

!

s

600D, BAD OR UGLY?

1 think it's fair to
say that you'll
only ever buy one
golf game. It's not
that, having
bought one, you'll
- s never want to see

another one ever again. It's just that,
unlike shoot-'em-ups, or driving games, or
beat-'em-ups, all golf games basically do
the same job, and having two would be
largely pointless. What you want, then, is
to buy just the one, but make sure it's the
best one. So which is the best game?

Well, so far every SNES 3D golf game
has suffered from the same problem: after
you've hit the ball, it takes so long to
draw the view from the ball's new
position that you very quickly get bored
of waiting each time. However, Irem
Skins suffers no such problem. Each
screen appears instantaneously, and,
what's more, as you line up your shot the
view rotates around really smoothly. It'sa
splendid effect, making excellent use of
Maode 7. The graphics look really nice, too,
especially the way the horizon is reflected
in lakes and rivers. The only minor snag is
that, as it is in Mode 7, there are no hills
or dips, and bunkers look more like
sandpits. Gameplay wise it’s great, too.
We had loads of fun with it. The fast pace
really helps, and the controls are nice and
easy to use. (Though not so simple that
they make the game too easy.)

Irem Skins isn't quite perfect, though.
For a start, the ball doesn’t behave quite
as realistically as it might — when you
whack it onto the green, it just lands and
stops dead, rather than rolling along for a
bit. And only having one course might be
geen as a little restrictive by some,
though very few SNES games actually
have more than one. PGA Tour is an
exception (though not a very good one).
And, speaking of which, PGA Tour Golf on
the PC or the Amiga probably remains the
king of all golf games - it's just a shame
the Super NES version is so lacklustre.

So I think it's safe to say that Irem
Skins is your best bet if you're looking for
a Super NES golf game. We like the sheer
playability of Hole-in-One, but Skins
seems to strike a better balance between
graphics, gameplay and that essential
feeling that you're actually out there on
the fairway, playing golf for real.

& Jonathan Davies

OUERALL
SCORE:

T,

UERDICT: There are lots of really
good golf games on the SNES, but
this is probably the best of them.
It's really slick, and has a great
golfing atmosphere, but it's a
shame there's only one course.

,/ Thanks to Shekchana Consoles, (D81) 340 B565, for lending us the cart.
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SPIDERMAN &/

UK Release ;E

Game: 5Spid
in Arcade’s

THE X-MEN

IN ARCADE’S REVENGE =5

Cart ROM: & Mbit

The X-Men has been America’s biggest selling
comic for about 10 years now, while
Spiderman is currently riding the crest of
his own popularity wave, with no less than
‘ four monthly books dedicated to him -
: ‘ this game will shift copies in America, and
: no mistake. Over here, though, it’s got to
stand on its own two feet, which could
cause a few problems...

Though you

wouldn't think so

to look at him,
Spidey is 30 years ald
this year (and, as he was at least 16
in his first appearance, that would
make him mid-40s now

in real-life
terms!)

The plot is simple: Arcade {not the most
mainstream of super villains, but he fits
the purposes of the plot, as we'll
gxplain in a minute) has captured owr
X-Men chums for purposes unclear, and
it's down to Spiderman to rescue them.
Of course, being heroes, the X-Men
aren't taking it sitting down - each one
of them is trying to fight his way to
treedom through Arcade’s

Murderworld, a kind of homicidal
version of Disneyland. And, even more
obviously, this being a SNES platform
game, you get to contral each hero in
turn. Over the next couple of pages
we'll look at how they all stack up...

X-Man Cyciops faces off against a giant Sentine This comic style intro seguence Kicks off the
rokot, which chucks fireballs and rockets at him. game, as Spidey investigates the devious Arcade.




P SPIDERMAN J

Everybody long lings which he uses to swing i Left: Spidey swings around the
knows and across wide gaps. o place, searching for those
loves old Spiderman’s first levelisa = e o biue box thingies.
Spidey. High running-jumping-and-swinging-around- e Below: The second level’s set
gohool student  searching-for-fAashing-hlue-hoxes- = in this bullding site, again
and (later) dotted-around-an-abandoned- : : packed with robois, but alse
freelance warehouse-cum-underground-complex a4 featuring an incredibly
photographer  affair. Assorted robots guard the il g8 T confusing map.
by day, boxes, Spidey uses his spider sense to 4
masked web- tell him which one has to be destroyed rm
slinger by next (they have to be done in order or [
night, and long-suffering nephew to they’ll explode or something), and RS re— e
the always-al-death’s-door Aunt May while some of the swinging about is
ali the time, Spiderman is one of the good fun, it all gets a bit repetitive layout of the map
mainstays of the so-called Marvel pretty fast. Annoyingly, Spidey can’t won't let you - so you
Universe. His super-powers give him climb across ceilings, jump some very  have to go all the way
lin the propartionate strength and agility small distances, or get round the odd back to the beginning
g of a (rather large) spider, apparently overhang — things he could easily again and work your
gained through an unlikely accident manage in the comics. Still, at leasta  way around. Still, at
involving a radipactive spider's teeth three storey fall doesn't kil him. least this’ll keep you
of and a foolishly bared wrist. In the The second section - a building occupied for quite a
game this translates into the ability to  site packed with even more robots —is  good while...
than ~jump great distances, climb up walls incredibly difficult. It's also one of
and fire two types of web - short thase very annoying levels where you
= destructive bursts (which are never very nearly finish it but can't get to Lrtly
. and k seen in the comics, incidentally) and that crucial last baddy because the
’
t to = :
o GO
So popular Wolvering's first leved is set in
he supports an oversized toy shop, packed with
ahandful of  machine gun toting jack-in-the-
comics on boxes, vicious clowns and homicidal
his own, toy soldiers. He doesn’t have long _
d Wolvering range weapons, so he must get up
| was one of close to slash them with his claws.
the big In the second of his levels,
SUCCESS Wolverine is up against Juggernaut,
stories of the  an incredibly powerful super villain
"80s. Semi- who's so strong, one touch is enough
psychuotic to kill our boy. It's another race
heroes abound in comics at the against time section — Welvie has to
moment, but he was the first -a run right towards the exit, hopefully
mysterious ex-secret agent, blessed  bidcking the path (and thus slowing
at birth with incredible stamina and down) the Juggernaut at his heels.
self-healing abilities,
« then transformed into a
heman killing machine
by the addition of an ;
unbreakable metal [
skeleton and razor- |
sharp claws. While :
most heroes were f
rather goody-goody, !
this guy looked like he
might actually kill
someone — and did.
it the most
but he fits
el
pred pur Wolvering's got
iclear, and no time for
cue them. clowning
X-Men ground in this
- each one deceptively
vay to friendly-looking
! toy shop. it's
idal full of nasty
S— surprises Ten years at the top
latform {including a Marvel Comics ultra-successful X-Me
) hare in rampaging this recer we've got 5 in his new costume,
pages Juggernaut!) us Wolverine, Gambil .'-.5 zast (the blwe guy) and Rogue

K up...




Leader of
the X-Men
claims the
, pame,
though
that's
going
back a hit
- to be
accurate he's now leader of one
of two current X-Men teams
(Storm’s boss of the other). The
outfit that we see here isn't his
current one either (and the
nickname quoted - *Slim’ -
hasn’t appeared in the comics
for years!), but at least they've
got his abilities right. Cyclops
can run, punch and kick, but his
main power is to fire force
beams from his eyes. (He's
actually quite a tragic character

Leader of
the other
X-Men
team,
Storm’s an
ex-African
pickpocket
* |we think)
=she can
control the
weather,
lifting herself up on strong
winds to enable her to fly
(somewhat dubious, that one,
and it doesn't appear in the
game), as well as fire lightning
bolts from her fingertips. One
thing she was never particularly
noted for in the comics was her
swimming ability, so quite

P STORM

im the comics, never able to
take off his protective visor in
case a stray optic-blast takes
out someong he loves, but,
needless to say, this doesnt
come across in the game.)
Cyke's two levels are a
battle through a series of mine
shafts - apparently Arcade is
mining ruby quartz, the stuff
Cyclop’s visor is made of, or
sométhing - populated by
assorted evil robots and men in
battlesuits, In many sections
the floor is a lethal electrified
rail - Cyclops is forced to travel
these in the mine cars that
come along every so often,
giving the whole thing a feel not
unlike the chase sequence from

In a tiny third level you face
a giant Sentinel (mutant hating
robots built by some nat to rid
the world of ‘homo superior’ -
they keep cropping up in the
comics on missions to destroy
the X-Men). The Sentinel
doesn't move but just fires
various weapons at our hero.

Part of Cyclops' section has him

the film Indiana Jones And The trundie along in this mine car.
Temple Of Doom.,

L
what's going on here we haven't And here's the second bit -
got a clue... more of the same, but packed

In Storm’s first level she
takes a deep breath, dives
underwater and swims around
blowing up pressure
valves to allow more
water in. [She needs the
water level to rise so she
can get to the exit at the
top of the complex — if
she could fly, as in the
comics, it'd be easier.)
This is actually quite fun,
with a nasty time limit
factor - if Storm doesn't
surface to breathe
occasionally she'll drown,
and often there's no handy air
pocket to allow her to do it!

with more vicious fish and other
underwater bad guys. And that's
about all thesa is to say.

Though you can hardly see her,
Storm’s at the bettom of this pic.

mysterious he is, and seems to
he being built into a bit of a

dark horse Wolverine-style
character,

All this race-against-time
stuft’s getting pretty popular -
in Gambit's first level he has to
avoid a giant metal ball (straight
out of Raiders Of

aware, however, that getting
himself trapped under any of the
ledges will kill kim when the
bottom of the screen eventually
catches up. This Is a fairly tense
and effective level, all in all.

atite .

vg ke k ok ok ok ok ok

Gambit faces a rogue chess
plece as the screen scralls on.

4

GOOD, BAD OR UGLY?

Oh dear. [ so much

wanted to like this

game (being a bit of a

¥ comic fan myself

7\“‘;\\ from way back]), but

nope, try as [ might

it's almost
impossible. Spiderman & The X-Men
commits three cardinal sins - it looks crap
(very much like a Sega Master System
game, as many people have commented),
makes very poor use of promising material
{for some reason superhero games never
seem to work), and, worst of all, proves
boring to play.

Let's take these in turn, shall we? First
off, the look of it. Well, the animation of our
heroes is passable, for the most part, but flat
colours and unimaginative backdrops
render that more or less academic. There's
no sense of depth (at all) to any of it, much
of it is fairly dark and dull, and even the
brightest, most interesting locking levels
(lilkke Wolverine's fight with the giant toys)
hardly live up to expectation.

Then there's the waste of material. Sure,
Spiderman gets to swing around the place
in his individual style, but the other
characters are very interchangeable. They
don't do anything very distinctive, quite
simply - that needn't be Cyclops there, any
sprite with a gun could complete the level
just as well. To my mind a real superhero
game should make proper use of the
character's abilities - it should give the
player the sense that he actually is
Wolverine (or whoever). With all the most
interesting of our heroes' powers glossed
over, Spidey fails here, thats for sure.

And finally, there's the fact that it's
boring. There ain't much more to say about
this really - it just plods along. Yes, it's
fairly hard, so you'll get a decent amount of
play out of it, but the levels are either very
simplistic or very repetitive. Things pick up
a bit in later stages, it's true - Gambit's
fight not to get crushed against the ceiling
as his second level scrolls inexorably
upwards is quite fun - but not enough.

And that's more or less it. Less
demanding gameplayers - and dedicated
comics fans - will get to like it, sure, but for
most people this is a step backwards. This
has got simple gameplay, lousy graphics,
little real feel for the characters, and, on top
of all that, you can’t help getting that
unmistakable feeling that this is just a
production-line job, one that nobody ever
cared very much about. For shame.,

@ Matt Bielhy

| ||H\1' PLAY
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UERDICT: Occasionally lively but,
more commonly, plodding multi-
level superhero thriller. Really
lousy graphics, though nifty music
- one for Spidey/X-Men fans, but
very average to the rest of us.
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Final Fight Giury (Lid Edition) £43
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LEADS UK
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UNIT

SCART......£139

SUPER NES MARIO
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There’s a new kid on the block(s). Okay, there isn’t
- Q*Bert is one of the crumbliest characters in the
biz = but his third outing adds a few new twists.

Bert's, er,
doing it by
the book,
hera. Watch
out for the
blab-firing
periscope!

That legendary 0*Bert pyramid in (almast) full.

In case you've heen locked in a wardrobe for
the last 10 years (the original §*Berf coin-op
appeared in 1983), here's how it works:

You control an orange blob with a long
nose and no arms. He's got to hop around lots
of hincks, painting each a new calour. Initially
you've only got to jump on each one once,
Later on you have to do each one twice. And
much later on you may well have to jump on
each one exactly once - no more and no less.

There's a variety of baddies. Some hop
around at random, while others home in on
you. Needless to say, some of them change the
colours of hlocks you've already jumped onto.

Brrr! It looks like
Bert's got cold feet.
Luckily the first
screen of level three
{where he's only got
to jump on each block
once) is a whole ot
easier than most of
the ones in level two
(where most of them
peed to be jumped on
twice). Phew, eh?

CGoloured discs can be wsed for floating from one
group of blocks to another...

LT

MY oA A5 45 80
T P
b 44,44

o o+ l0F l'r!iL:ﬂ.lJiI!!'.] from the clutches of that no-good
shake. [Time it right and he'll plunge to ks death.)

Us Release E
Game: Q"Bert 3

Publisher: NTVIC

Developer: VAPF Game

Price: Approx. £40

Release: Out now

Players: | or 2

Cart ROM: 8 Mbit

G000, BAD OR UGLY?

One of the things
I've leamt while
playing Super NES
games is that if a
game's got really
neat backgrounds,
the chances are it
hasn't got a great deal of ‘foreground’.
Cameltry had some great backgrounds
with fish swimming about, but the game
itself was thin to say the least. Super Pang
- that had some brilliant backgrounds, but
playing it revealed guite a different state of
affairs. And Cosmo Gang, which I've just
reviewed, has some terrific backgrounds,
which get better the further you get into
the game, but they're simply there as a
disguise for the Space Invaders gameplay.

The backgrounds in Q*Bert 3 are
brilliant. They do all sorts of weird and
hypnotic things with colour cycling and
Mode 7. And the 'Game Over’ screen is
absolutely amazing. [ sat and stared at it
for hours, completely transfixed.

Actually, that's not strictly true. I sat
and stared at it for hours becanse I wasn't
looking forward to writing this review. You
see, O0"Bert is one of those unfortunate
games that - yes - has got brilliant
backgrounas, but not much in the way of
actual stuff to play.

Don't get me wrong. O*Bert 3 works
absolutely 100% as it's supposed to, and is
quite good fun for a while. It's also packed
with really nice graphical ideas - aside
from the backgrounds. I loved all the
different things you've got to hop over, like
teeth, and books, and suitcases - choosing
the best ones for this review was pratty
hard. But it quickly becomes apparent that
Q*Bert is no more than mildly amusing,
however many levels you play through.

Sure, O*Bert was a neat enough idea
back in 1983. But, in 1983, jumping around
pyramids was about all an arcade machine
could handle. The Super Nintendo is
capable of so much more, and that’s what
we've come to axpect of it.

» Jonathan Davies

7%

Gently amusing and nice
o 1o look at, but not for anyone other




UK Release %

Game: Super Strike Gunner

Publisher: Activision
Price: Approx. £45
Cart ROM: 8 Mbit

A basic, no-
NoNsense,
serodling shool
‘em-up, that's
Super Strike

feature the game
has to offer 1S

that both fighters
can join together

Guimner. It's in two-player

rather like a Tiwin maoda, allowing

Cobra, but for nifty multi- (Hiding in that corner won'T get this
without the fun diractional raview writfen, Jonathan! - Ed.)
...0f challenge. shooting.

the start of each level. Other than that, we've
seen it all before hundreds of times.

printed are about as good as it gets), the sRAPHIL SOUND | GAME PLAY
overwhelmingly bland backgrounds (mainly i ; 69,,..

Woolworths' game. of the same-tree-going-past-over-and-over-

Wn’mnutqnﬂﬂmmmmd again variety) and the far-too-easy gameplay,
~ thig is, either from Activision’s point of view 1 actually quite enjoyed Super Strike Gunner.
.or Woolworths' (or yours for that matter), but  Maybe it's because it is so easy - I'm not very

that's just the way things are. good at shoot-'em-ups. And the two-player ! !

The game's a vertically scrolling shoot- link-up is quite a novelty. . :
‘am-up with only a couple of things to S0 is it worth picking up a copy when you E  UERDICT: Extremely dull and run-
distinguish it from the crowd: two players next pop in for a bag of pick 'n’ mix? Maybe. of-the-mill, but still quite
.can play simultaneously, and you've got a enjoyable in its own little way.
wﬂwﬂwmmm&m at #® Jonathan Davies

R THE RELIABLE NAME IN MAIL ORDER i |
6 BLADUD BUILDINGS THE PARAGON, BATH, AVON BAI 5LS

SOUL BLAZER AXELAY :JAF}

SOFTWARE !L-.‘i_ﬂ- JAP | Zekdam £3% 79
Behy £dd 59 | Cybersoior CAll  Ed44.59 | Sup --_
B3 Mlighamase u,- -qn-, Zhing Gamid 47 7% s L 5 T
F-l B0 Cdd 9 Top Gear 39 9% CAlL | Syparscaps & [U rl
BT 9% Call | Smak TV g aw Call | Angler ko i C 1R 9 i

Mario Pani

Forocdiuy pdd 96 | Double Drogen Al CAlL
e e A e Bl e Nt The Super Magic Game Cnnvertur

Prince of Paric CAll B399 EU’MI NG 5 00”1'-_

Yot Bl cdd o » The Super Magic Game Convaror allows American and Jopanese gomes 1 be played

emetichier | £5459  Cizge | STAR WARS, RAMMA i3, the official UK Super MES.

e tote | KITARO'S ADVENTURE, A 2 :

Wings I cAlL  EW SPIDERMAM & THE o Also allows official UK games 1o be phayed on the Jopanese or American Super NES
Mickey Mouse  GALL  £4d5% | X-MEM, PSYCHO DREAM # Sturdy Carridge-shaped design.

i Korl Edd 99 CAllL + MANY, MANY MORE .

i py S0 CALLI # Instructions suppdied in English, French, Isalian and German.

L] I'.J||',,- compol tible with the FUII'IFECI"I Supar MES
» Even runs Pllotwings, Zelda 1l ond Exhoust Heat which some lesser convertors cannat
* Ona converdar doas it ofl. Whet are you waiting fee® Order today.

Come and vistus f e shop 10am - 5.30pm Mandoy - Saurday. m
L Ploase odd £1 PRP per game and £10 for consoles (Courier), SN
We m&asmir Megudrive, Gameboy, Neo Geo, Gamegear, Turbografx 16, Lynx, PC Engine &

Mega CD. Please call for availability. Please make cheques, P.0.s payable to DMC Consoles.

Swper Mogic Gamas -'.nnre-Ju- mod Howeybee are tredomarks of
Honayhea {ndwsirind "ur.'.uu ¥ Litd.
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What do Home Alone, Pit Fighter

and Race Drivin’ have in common?

Yes, they’'re all rubbish. But also,
they're all by the same American
outfit, THQ. Not an encouraging
start for James Bond Jr...

HIGH 3CDORE
L fafndae

| can't decide if
it's Dunc, Bixey
or Brains this

. guy reminds me
of, but it's one
of the Weetabix
baoys for sure.
Anyway,
whoever he is,
he's crap. (This
is a platform
section, by the
way.)

US Release i
Game: James Bond Jr
Publisher: THO
Developer: Gray Matter
Price: Approx £40
Release: Out now

Players: |
Cart ROM: 4 Mbit

This game is very disjointed - after a brief platform section, it's straight into a scrolling

shoot-"em-up (looking very Amiga, circa 1987), without the slightest hint of an explanation.

Young Jimmy Bond, puzzied by the rather odd sculpture
carved into the wall behind him. ‘What a crap statue’
he's probably thinking, and who could blame him?

GOOD, BAD OR UGLY?

and unrelated helicopter shoot-
‘em-up was a good idea is a
mystery. The platform sections
that follow are equally feehle,
To be fair, this isn't the
worst action game I've played

Actually, nearly all of the game is made up of these
platform antics. Now, while I've not seen the US
cartoon TV show the game’s based on, | have seen my
fair share of D07 films = and this is nothing like them.

In fact, the only moderately attractive section of the
game is this other parallax scrolling blaster.
Unfortunately, it's also boring to play - we've seen its
type, though much better done, so many times before.

Patriotism
may be the
last refuge
of the
scoundral,
but - call

gaining the worst reputation in
the industry. There's no nice
way to say this - everything
they've released so far is
rubhbish, and does the Super NES
no favours at all.

remains with Pitfighter, another
TH(Q ‘classic'. However, it's a
depressing reminder that SNES
games can be just as bad as
those on any other system.

ISSUE 3
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me old
fashioned - James Bond alwavys
made me feel proud to be
British. It was with horror, then,
that I heard about the US cartoon
based on the antics of his
supposed son - who acts just
like your average Beverly Hills
90210 hero, and has absolutely
nothing in common with 007,
Worse, I leammed that the SNES
game was to be done by
developers THO who are rapidly

S0 what's this game actually
like? Could it surprise us, and
turn out to be rather good? Well,
no. It's lousy. It's also
predictably predictable, boiling
down to a imagination-free
combination of platform game
and shoot-"em-up action. Worse,
it's badly disjointed - why the
programmers thoaght that
following up the tiny first
section (Jimmy running along a
stone corridor) with an awful

on the SNES - that honour

GRAPHICS

32°%

2

SOUND

L=y

fo |

GAMELIFE
—_—

30%

OUERRALL

SCORE:

GAMEPLAY

28%

9%

@ Jason Brookes

VERDICT: Quick, tum
the page! You really
shouldn't look at

this. It's ghastly
American trash of the
first order, with no
redeeming features
whatsoever. Burn it.
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Record Breakers was always best when they had
attempts on the world domino-tumbling record,
something Ocean have recognised in Pushover. The
object of the game? Rearrange the dominos on
each level so that when you push one they all go,
the Trigger falling over last.

A REAL PUSHOUER

Here's the
relatively-
easy level
nine, and

how ta do
it.

Just swap
over the
Vanisher
and the
Standard
domino at
the top...

...and give
them a
shave,

The
Vanisher
vanishes,
the
Standard
topples off
the edge...

Blocker,
the
Exploder
explodes...

.-the
Splitter
gets hit
from above
and splits..

el 3°1!

LTapapmD = TOEER IFLITTER EXPLODER TuniBLER

TR
BE

(= AW PP THEEER &S CERDER

This Is the screen you're shown when you press pauss.
H shows you what all the diftersnt dominos look [ike.

Thelr names should give you a good Idea of what they

all do (which saves us explalning it all - phew).

Here’s the first level. if you can’t work this one out,
you deserve to be pelted with dominos till you cry.

And — eeeeeeek! - here's a sneak preview of level 99,
the penultimate level. We're still working on this one.

...and the |
Trigger
triggers the
door, which
Opens.

Hurrah!

UE Release

Game: FPush
Publisher: Ocean
Developer: Red Rat
Price: £45
Release: January
Players: |

Cart ROM: 4 Mbit

GOOD, BAD OR UGLY?

There are two sorts
< of puzzle games,
fe'e-="0nl 1y just worked
_REESEN TS out. There are ‘real-
time' ones like
FUSHWEH Teiris, where
you've got to think
on your feet. No really deep thought is
required, just a constant stream of shallow
but accurate thinking. {What are you
talking about? - Ed.) Then there are ones
like Pushover. These present you with the
same series of problems each time you
play (whereas Tetris blocks appear
randomly), but they're much tougher
problems and some might take you hours
to solve. Er... so there we are.

Although the guts of Pushover are very
gsimple, everything possible has been done
to make the game worthy of the title, um,
‘a Super NES game'. Your character,
G.LAnt (cringe), is really cute, and well
animated. The backgrounds are all really
well done, too. And soundwise the game is
a gem, with lots of neat spot effects and
some fab tunes. As for the puzzles, they've
been lovingly designed and the difficulty
increases at a sensible rate.

There are only really two problems
with the thing. First, as [ said before, it's
100% pure puzzling. No arcade skills are
required at all, other than making G.LAnt
walk around the platforms. That means it's
possible you'll find it really boring -
though most people will love it. And
second, while in theory you could solve all
the screens through sheer brain power,
quite a bit of trial and error tends to
become invelved, which can be frustrating.
And third (oops), there are only 100 levels.
That might sound like lots, but once
you've cracked them all (which will take
you ages), the cartridge becomes
redundant - you'll never want to play
Pushowver again.

A neat, enormously entertaining game,
then, but one with a distinctly finite life.

@ Jonathan Davies

OUVERRALL
SCORE:

UERDILCT: Very well designed and
coded, and very absorbing, too.
The snag is that once you've
solved all the puzzles, that's it.
{This'll take ages, though.)

T —— i e

b —
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The first serious Super Tennis competitor goes the

full five sets against the current top seed. It's a
good game, but will it win the match?

Rather than take the
cutsy approach as in
Super Tenniz, David
Crane's game tries to be
muore realistic, adopting
a behind-the-player
viewpoint instead.
While this works well
whan you're controlling
the foreground
character, i can prove
o be a handicap when
you're in the
background. What can't
be demonstrated here is
the wonderful 30
staling court - the most
realistic effect yet for
this type of pame.

i

dtefan, or whoever it is you're playing, sneaks a deep

cross court shot that gets you running,

Below: What can you say
about an option screen?
(Well, you could say that
there's lots of choices,
such as whether you're
left or right-handed,
which kind of court to
play on... 0h yeah, and
here's a selectipn of
opponents in ong-glayer
mode, and a tournament
mode, toe - Ed.)

moments when the ball bounces off the racket edge?

‘Ha, that'll make him sweat.’ Sometimes the character
on the far side doesn’t run guite fast enbigh. . .

Will it be a great top-spin return, or one of those awful

David Crane’s Amazing Tennis
Pubiisher: Absolute
Entertainment
f : In-house
Approx. £45
@dse: Qut now
" r I or 2
: 8 Mbit + BB

GOOD, BAD OR UGLY?

David Crane, eh?
Remember him?
That unseeded
player who got
through to the
5 . ) quarter finals of
e BSSSSS. Wimbledon in 1976,
but then got knocked out, never to be heard
of again. { You sure about this? - Ed.) Okay,
so0 he's the programmer of Amazing Tennis,
and may never have played tennis at all.

What's the game like? Well, anyone

with experience of Super Tennis on the
SNES will know what fab fun computerised
tennis can be. Much of this is down to
versatility of gameplay - in a good tennis
game there's an almost infinite number of
Ways to take or return a shot. For much of
the time Amazing Tennis is strong at this,
but occasionally misses the mark quite
widely on a number of points.

S0 what's wrong? Certainly not the
graphics - the game is good looking and
fluid in play. The animation is also great -
the players move well, hit the ball with
flair, and run beautifully when chasing a
ball. And to cap it all, the 3D hall movement
is very accurate. Though it could do with
Inore colour, this is a great looking game.
Sound effects are tremendous too, boasting
some of the best sampled ball-bounces
ever, and the action replays are a treat,

The downside, however, is not only
obvious, it could have easily been fixed.
Because the action is viewed from behind
the player, seeing where you've got to serve
the ball to is tricky. What's even harder,
though, is being the player who's at the far

end of the court. Serving and receiving from
that end is far too tricky - you can't see a
damn thing.

Despite these shortcomings, this is still
an enjoyable game - it’s just that a better
one is already available on official release.

® Jason Brookes

GUERALL

SCORE: 1]
UERDILT: Extremely polished and
enjoyable tennis game, featuring
an unrivalled 3D effect, though
suffering from a restrictive
viewpoint and simplistic gameplay.
Super Tennis is still the champ.




If, like us, you found yourself cheering on the bad
guys during Home Alone, you probably weren’t first
in line to buy the original game (reviewed on page
49). Is the sequel any more tempting? Somehow the

answer seems inevitable...

U% Release

Game: Home Alone 2
Publisher: THO
Developer: Imagineering Inc.
Price: Approx. £45

Release: Out now

Players: |

Cart ROM: 8 Mbit

Here we've joined up lots of pictures to create a panoramic view of the hotel foyer. (Or a part of it, anyway.) Impressive, huh? You can go into the shops if you want, pick up
hite of pizza, find weapons and collect banus points. But watch out for killer suitcases and the hotel staff!

Mot exactly
pillow talk,
more a pillow
fight. At one
point Mac
comes across
this odd
bedroom
Scene...

GO0D, BAD OR UGLY?

L& I rw FonK
PMRISS STRAT To PLEY

Make It through
the foyer and
you're at liberty
to wander roand
the hotel.
There's not
much point,
though - there's
little of any use
to find in most
of it - and you
might as well
head straight
for the
basement...

kitchen staff...

Make it onto
the balcony
above the
foyer and
you'll find this
supergun. (A
refugee from
Desert Strike,
perhaps?)

In the bowels of the hotel
you have to face the hostile

..ot o mention come
up against this less-
than-friendly chief
secerity guard.

Most of the
hotel side of
things seems
o revolve
around these
lifts. You can
safely ignore
everything
glsa.

 GRAPHICS | SOUND
62% 49% | 4?%

GAMELIFE| pUERALI
- SCORE: v

UERDICT: Really dull, really
unimaginative and extremely poor
value for money. Buy this and
you'll be ‘Home Alone 2' - your
family won't come near you.

(%V;ll mt AMYANYT um)
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U% Release e

Game: Race Drivin’
Publisher: THO
Developer: In house
Price: Approx. £45
Release: Out now
Players: |

Cart ROM: 4 Mbit

Race Drivin’ is a conversion of the blindingly-fast, 3D filled-
polygon driving game coin-op. But surely the Super Nintendo
can’t do blindingly fast, 3D filled polygons? Erm... ah.

INSTHNT REFLHY

S s tear HMan .

Soaortstar Autbto.

600D, BAD OR UGLY?

fdlfE LTIVITE

play it too often, partly because
it's so expensive. So, wouldn't a
SNES conversion be a good idea?

I found that most people who
played the game here in the
office went through three stages:
1) The *Crap Graphics' stage. It's
becoming increasingly apparent
that the SNES is never going to
be great at this ‘3D polygon'

business. (Not, at least, until the
new Argonaut-developed chip
arrives.) Race Drivin's graphics
take the SNES to new extremes of
awfulness, though. The frame
update is devastatingly slow, and
gets even slower when

You won't appreciate this from
our pics, but you will see how
crude it looks. In fact there's one
hit - a sort of corkscrew - that
just consists of loads of jumbled
up grey polygons flashing across
the screen. Luckily, hold down
‘left’ and ‘accelerate’ and you'll
get through okay.

2) The 'Hmm, Maybe It's Not All

.-‘W-.

e L

Roads tes

Speadstar

That Bad’ stage. Once you've got
used to the graphics, which you

do eventually, you'll find that the

actual driving business works
okay. Not as well as the coin-op,
but it's still pretty good fun,

3) The ‘Tch, What a Load of Old

GRAPHICS | SOUND

GAMEPLAY

e're home in time for tea.

Cobblers® stage. This follows
about 20 minutes later, when
you've been round the three
courses a few times and got
thoroughly bored with them.

@ Jonathan Davies

DERDICT: X-cert
| graphics, all rightish

25% | 31%

52%

(with stress on the
ish) gameplay but

OUERALL

GAMELIFE
SCORE:

22%

514

zero lasting appeal.
The ‘moo’ when you
run OvVer a cow is
nice, though.
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' Remember what -
__happened last month? © wsors

' No? Well, to recap, we
set off on our quest,

Zelda, visited a town,
met the Elder, went to
yrha East Palace,

baddies, took on a

nt to the Desert

Power Glove, collected
two more

: ""?ﬁ:’iEht giant worms, ™

got transformed into a
rabbit,

- Tower Of Hera,
grabbed the Moon

Master Sword, fought

.~ the evil wizard Ganon -

‘ nd got purselves
| Llepurtud to the
'mysterious Dark World.
All this, and we’re only

ISSUE 3

m
-]
-]
s
-
e
ot
=
=
oL
o |

tellin e wizard's evil

da t:asﬂp—
rescued Princess m».

 boss character,

the same spot as the castle of Hyrule
once stood. Suddenly you receive a
telepathic message from the Eider,

After this, go to the easter p
1 lies.

| A new frieand!

Along you way you will mest Kiki
the monkey! Don't hesitate — pay
him anything he asks for and he will

When you first enter the dungeon, there

are three ' : the
left one. After going down the stairs,
press the switch to make a ¢

a

. In the c Is a key - take it.
where there is a . Keep gon

warps until you enter a room with a tile

pendants, on the wall. Press this tile and Zelda
i & you that she 1§ being held at Turtle  there off the pdge with an arrow, an
ulmhnmun.: Run to the |

Rock. Step through the warp after
pushing a block,

to the mlld:n platiorm.
the rted creatures you find

You'll find yourself in

door. Then bomb the middle of the
platform! No, I'm not totally crazy - just
get '

the top tight statue
switch. Now quickly dash through and

opithitt | L.
4 down and jump down again,
press the button, get the key and warp.
Now go all the way back around !
This don't jump but go through the

to pass. Hrlﬁ]l | go next?
Answers on a postcard to Super Play at
usual address. (No, I‘r_lnllrlutlnuij

door. Here lies the Big Key! Grab it, jump
to the right and warp back to 1F. Now hit

should now be in a

pound the pink things inta the ground,
s0 nllllhmha_chdwuldnhlﬂ

Facing the Boss jof
+—Dpungeon T

This resemhbles a giant ed

lizard thing. You'll need to blow his

_mask off with bombs and fire arrgws at
his head. Don’t worry, he's not too
difficull to kill! ’




F. Now hit
b ip back

“do mot enter at once. First, warp to the

Crystal-No:1- 5

After the lizard bess you'll come across
a merry little scene. You'll see a crystal
- after grabhing it, the increases
in size, while a girl appears, thanks you

tella you whore aome othor girls aro
being held captive. Venture onward to
Dungeon2. |

e

| Time for a quick
5 breather
[Dungeon 2 lies in the south of the map,

anllnt':mrlﬂu uuu‘tun next.
However, once you reach the Dungeon,

Light World, using the mirror, and

hand lever. Step into the mist to warp
back and enter Dungeon 2.

el

Dungeon 2
As you can see, water fills the
of this dungeon. | hope you

segment of the
you'll be a bit
climb up the
After _
appear with a key in it. Open the door
and head down to B1. _

Straight away you'll see a secret
passage on the lett, down which lles a
treasure chest which contains a map!
Pick wp all the pots and under one you'll
find a key. Open the door in the bottom
left of the room and exit. | '

| Im this next bit you'll be faced by a
load of baddles. First kill them all, then
head down the stairs and up into a room |
which contains a key. Go back and
unlgck the door. In this room is a secret
; Hinh{:nhlln boamb and a

in The Light World -
ck otherwise. Now
en ladder and head up.

rupee. There is alse a lever. Push the |
lever from right to left and water will
flood the passa , enabling you to
climb the broken ladder. Now you're in a
room with the big chest in the middie.
Head through the bottom exit.

Now walk all the way round
clockwise, and push the bottom block
left. This reveals a compass. Go hack
inta the big chest room and through the
bottom lett exit. Run through this room
and grab the key from the room above.
Go back it room and
go through the top right exit. Hit the ball

and push the switch. You can now swim
over the unmovahle blocks the key.
- After heading teft, push the bottom

block Iuﬂ:mnT-Idllan up. Head |
up the stairs to 1F. Here, if you fall down
the top left hole, you will land next to a
‘reasure chest containing a red rupee. If
you fall down the top right hole, it leads

Collect the Hook Shot!
Tqu Hook Shot ltuhlu you to grab onto
skulls {and various other things), this
cuhmnuﬂlhrwllnmlg
across awkward gaps.

from the top right

| dig at the

Fire across to the right. In one of
the skulls is a key which lets you open
the door at the top of the room. In this
room you want to push the statue onto

~thé switch, then go through the first

door on the rights Follow the passage
round, then push the lever,
This drains all the water, and allows

. you to collect two treasure chests from

the room below. In the room above, if
you go through the stretch of water
second from last on the right it leads to

| a staircase, taking you up a level.

Here you are very near to the end of
this dungeon. There is a secret passage
at the top of the next room which
contain hearts, hombs and magics which
will help you with the boss, so collect
these. On the right is a key which will
open the door to the boss.

Beating the end of
Dungeon 2 boss

- The boss is easy! Use the Hoak Shot 1o

grab his minions, then swipe at them to
destroy them. After killing them you'll be
able to attack the main body of the boss.

s achest will———When he’s dead, grab the crystal and
; ln:dfurl'npna!

Culqettmg the flute

Before warping back to The Light World,

rmm*nthﬂlplﬂatlhm
near the town. Here a boy will give you a
shovel, hack to the real world, and
p left of the grove. You |
should now come across a flute. Play
this at the statue in the middie of the
town and a bird will appear which will

| take you anywhere you want!

Finding your way to
{Dungeon 3
To get to Ilungwnawln-ﬂﬁdth
warp in the wood. It is under a stong
near one of the entrances.

- Dungéun 3
Right, you're almost in Dungean 3.
Shoot the worm coming out of the

| skull's mouth with the Fire Rod found in

one of the other quun entrances in

the wood. This will allml you to uur
When you first go IHn the dungeon,

you will need to go all the way round the

passageway so you can collect the key.
After |nrlﬂ;| the key, go through the

locked door.

To get to the third dungeon, cress this
river using the Hook Shot. Looks like it
didn’t w_rt this time!

Mow make your way showly round——
the room being careful not to fall in any
pits.! To get out of this room you'll need
to light all the torches with the Fire
Rod, making sure none go out befare
you leave the room. To get oul of the
next room you'll need to hack at the
vines at the top of the screen. llnl:rg
you need to escape from this room is
being held by t mmy. l’nl’ down the |
hole in the u:t'.v]:ul |

3|Boss
To kill off this boss you'll need to use
the Fire Rod, and when that runs out,
k it with your sword. | foand this
hoss very hard, 50 keep on trying!

Defeating the Dupgeon ‘

__Dungeon 4
|Dungeon 4 is located in the town.
. To enter the dungeon you need to
pull the statue’s |Itd1l'|rt in the centre
of the town.

Dnce inside, your lml hui is to
wangder around a bit, collecting
everything from the various chests
dotted around B1'I Then go through the

Find the statue in the centre of town,
then pull its pitchfork to continue!

locked door using the BIG KEY, You
shauld now be in a long corridor.

Grah the key from one of the skulls,
and pnlock the door on the bottom left.
Now keep on going to the left you |
reach the end of the corridor. Go up,
collect a key, and open the logked door.
Hit the switch on the bottom left and
walk to the right. Place a bomb in front
of the bar then pick it up and throw it ;
nun;llu bar so it blows a hole in the
ground. (This allaws light to shine
thraugh!) Now go all the way back down
and through the door with the block in
front of it, following the passage until
you see some stairs. Go down them!

MNow defeat all the enemies in the
room (easy, eh?) and go left, tum down,
then finally go right. Keep going right
until you can see what looks like a
prison. Simply walk info the lacks to
open them. BUT BE WARNED! The
woman in the cell is not a woman -
she’s really Blind the Thief, ﬂﬁ level's
boss character!

Now use the key in the cell to open
the locked door which you saw on your
way there. In there is the BIG CHEST!
This contains the Titan's Miit [yes,
really) which enables you to carry heavy

~stones. Now go back up a level and
| Into avil villain Blind! |

' To defeat Blind, you must hit him in the

_ stone in front of the Pool 0f Happiness.

{-a bomb

= don"t hit the crystal balt! Now go dowm
" for the massive spiked ball in the next

| door on the right, and use the Hook Shat
| to swing the gap. Go down and then up

the stairs, use the

Hook Shot tp swing .
| across the spikes, *
| then press the

enter the boss' room (you do have that
compass, don't you?) where the cute,
innocent, lavable little girl will nut:h

Defeating Blind the
Thief

head. He's really not too hard, so you
should be able to finish Bim off pretty
quickly! Now you've got Fl make your
way to Dungeon 5. [

1
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Dungeon 5
Dungeon 5 is located in the |
bottom right half of the map.
However, ta enter it you must warp back
to The Light World and pick up the dark

Underneath the stone is a warp! Take it
back to The Dark World and enter.
To pass the first room you need to

To get past this wall, teleport to the
Light World, walk up, then warp back.

set fire to one of the ice monsters
hidden on the wall — use the Fire Rod.

" One of the hlue electricity creatures

holds the key to the next room.
Press the switch to open the door in

| the next one after that. Then you'll need

to push the middle block to the right to
go down. If you defeat all the penguins
(use the Hook Shot), a chest will appear
containing the compass. Now push the
hilock up tlhl to the right. Exit the raom
through the left door, pushing the block
left so you ¢an go up. In this room plant
next to the ball, and run around
the blocks quickly. Now bomb the
centre of the roam and drop through.
When the skeletons drop down, hit

~them with your sword and plant a bamb

on the remains. After you have killed
two skeletons the door will open. A blue
creature holds the key to the next room

£ anssli

the stairs, after passing through the
next room, and kill the creatures with
the Hook Shot. Make sure you watch out

rooin, though!
Okay, go through the top door and
fall through the hole, go through the
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MANY USED TITLES IN STOCK,
PHONE FOR DETAILS

* OPEN 9AM -7PM MON - 5AT »
=" ¥ FAST EFFICIENT + FRIENDLY SERVICE *
IF % ALL GAMES SENT OUT FIRST CLASS %
55 % RECORDED DELIVERY *
= % NO CLUB TO JOIN %

I 9 ALL TITLES STOCKED ¥

I 4 PART EXCHANGE WELCOME

5 4 PHONE NOW - GIVE US A TRY! %

5 % ADVANCE ORDERS WELCOME %

|
z
-
4
3
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WESERT STRIKE,..
LACHNS FLIRY

HOBALT RASEH d
LLIMNG THLUNTER 11

All consoles carrvy a 12 month guarantee.
WE ALSO STOCK NES, MASTER SYSTEM, LYNX & NEO GEQ

iﬁﬂ.ﬂb‘“ﬂmmmmnﬂmmmm
(EIHERS TO - SELECT CONSOUES - WE ALSO ACUEFT ALL MAJOR CREDIT CARIS

CONSOLE
MANIAUIE

THE GAMES ROOM
ULTIMATE SOFTWARE [l Unit 17 In Shops, Epsom Market

Hall, High Street, Epsom,
4 Rylands Mews, Surrey KT19 81X
Lake Street,Leighton Tie St 9,000 5, 30pm
Buzzard, Beds. LUT 85P
Tel: 0525 852934 || THE GAMES ROOM 2
Fax: 0525 853618

9 The Arcade, High Street,
Sutton, Surrey SM1 1ET
Mon-Sat 9.30am - 7pm g

Tel/Fax: 081 643 9500
Mon-5at 2.30am-6pm

SUPER GAME HONEYBEE MAGIC
CONVERTER £8.99 CONVERTER £12.99
Play U5 & JAP games on your UK same high quality as super games
SMES. Highest quality converter converter, but made by HONEYBEE
[cased with instructions) the ROLLS ROYCE OF CONVERTERS

AMERICAN SUPER NES
i

TURTLES W TR

TN ] st 1| TRADE ENQUIRIES . HOTLIA
RETTIN| eicon: | IR

Also 5ee us at Milton Keynes Market TuesSat and Finmere Market on Sunday.Cash
paid for all your unwanted Super Nes titles. Second hand games always in stock.
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Over 250 tips, chea'bs and codes to blow those games apart! ¢
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Duh! Well, it's got
reviews of all the best
games this year for
MNES, Game Boy and
Super Nintendo...
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¥ ... And hey, babes! It's
p J gut loads of pictures of

the King of Cool
himself - ME! What
L more do you want?
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.. And it's full of hints,
tips, maps, codes and r
complete solutions for =
the toughest Nintendo s
games around...
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GAMEFREAK

SNES TECH & rooes
GAMING ANSWERS

Rapidly getting more complicated than ‘Techy’s
Anonymous’ in Everyday Electronics, Gamefreak deals
with the questions the man in Dixon’s just didn’t have
answers for. Whether you're caught up in the great
_ PAL and SCART fiasco, or simply want to know more
about the SNES scene, Gamefreak’s here to help.

Dear Super Play,
I'm writing to see if you can solve a problem that
concerns my SCART television (21in). | own an
imported Super Famicom (SCART), and when |
play games on the TV | don't seem to get all of the
background appearing (eg the face at the
beginning of Castlevania IV only half appears.) |
also get the borders associated with PAL Super
Nintendos, but the speed expected of a SCART
machine is retained.

| know that the fault does not lie with the
Famicom, as on my friend's television (SCART)
the borders disappear and the backdrops are
clear. What causes my TV to do this, and what
can be done to remedy it7
David Watts (15), Romford, Essex.

Terry Snape from Macclesfield is having the
same screen size problem, and while this isn't a
common occurrance, it is true that some older
TVs with SCART sockets only allow a narrow
bordered PAL-type picture when used with a
60Hz imported SCART console. The display may
not be full-screen, but the picture and sound will
run at full speed - still better than on the UK
machine. As for the backdrops on some of
David's games disappearing — sounds strange to
me (especially as | can't think of a face
appearing at the beginning of Casifevania IN).
It anybody is experiencing a similar problem,

let me know and I'll look into i,

2) What is sprite flicker?

3) When will Irem learn to program the SNES
properly? Look at R-Type!

4) Will you include a problem page?

Andrew Laggan, Cramlington, Northumberland.

1) That old chestnut eh? A combination of slow
processing power and sloppy programming are
the reasons behind slow-down. A really fast and
busy shoot-"em-up without slow-down or flicker
isn’t impossible - look at Super Aleste for proot
of that — but | can't envisage a day when all
games will be this polished, especially with
new programmers on the machine all the time.
The solution to this particular problem
seems to lie with special cartridge co-
processors or digital signal processors (DSP's)
that boost the sprite-handling capabilities of the
SNES. As well as the Argonaut-developed Super
FX chip, manufacturers like Seta have
developed chips to improve their games — just
as Nintendo did for the NES with its MMC chips
in games like Super Mario 3. This is the
direction in which things are heading.
2) Sprite flicker results when too many sprites
appear on the same horizontal scan line on the
screen. The Super NES can only handle 256
pixels of sprite data on one line before the
graphics processor gets overloaded and
switches off certain sprites. Unfortunaiely, a
design flaw in the Super NES turns off the most

supply be needed to use a US SNES over hera?
3) Is it true that adaptors can blow a fuse in your
machine because two carts are used at once?
Jason Wood, Warley, West Midlands.

1) No. Both machines output the same G0Hz
signal, but a few problems have surfaced. While
modern SCART TVs are designed to display a
50Hz PAL picture, they must be able to detect a
B0Hz signal for a SCART machine to run on
them. Sony and Philips TVs tend to be a safe
bet, but many new models from manufacturers
across the board are now incorporating this
feature. If you want to find out if your TV can
detect a bUH2 signal, check the manual first (it
you can find it!), and if you're still not sure ring
the manufacturer quoting the TV's model
number (look on the back of the TV) and year of
make, too, if possible. Remember - some
modern TVs say 50Hz on the back, but also
support a 60Hz picture.

If your TV has 60Hz technology built in then
you can either run a SCART console through it,
or a 60Hz PAL one that some companies
specialise in. Advance Console Entertainment
(ACE), (071) 383 0480, in London and DMC
Consoles, (0225) 448253, in Bath convert UK
machines to 60Hz (full-screen, full speed) for a
charge of £50. They also deprotect the machine
to allow Japanese and US carts to run without
an adaptor (£30), and sell 60Hz PAL versions of

™ significant sprites instead of the ones last added  the Super Famicom and US Super NES to order.

g Dear Super Play, to the screen. Nintendo included a correction #2) Importers of US machines currently attach the ».

n Before | start | have to say your magazine is . Tacility in the Super NES, but things aren't as ' small purple plug from the US power supply

n excellent, real guality stuff and makes excellent user friendly as they could be. Again, DSP's (that comes with the SNES when you buy it in
reading. | especially enjoyed the Anime special could be the answer. the Siates) to a standard 9/10 volt {around 1

P and the story behind the launch of the SNES - 3) When these new chips solve all their [ amp) UK power supply. Unless you know what

o well done everyone, | would be grateful if you problems, probably! you're doing it's best to buy one of these

ﬁ could answer a few guestions though: 4) Yep, you're in it. modified power supplies from an importer -

= 1) Why do nearly all my games slow down? R- | give them the US plug in exchange and they

[+ Type Is the worst emample but Goeman Warrior Dear Gamefreak, | might let you have it a bit cheaper (some

o suffers, as does Ghouls 'n’ Ghosts, and Area 88is | thought your complete guide to the Super NES ™ importers can't get enough of these).

g pretty bad, too. Even Contra has problems at was great but | still have a few questions: J) Adaptors encourage grey imports and so

o times. | might be sounding a little bit negative, but 1) Can the Japanese Super Famicom or US Super  Nintendo (and its licencees) will probably tell

-

2

the whole thing is starting to get to me. Flicker is
also a problem as Smash TV illustrates. Can the
SMES have all 128 sprites on sceen at once
without slow-down or flicker? | doubt it.

MES (SCART versions) be used on any British TV
with a 21-pin SCART socket?

2) Because of the voltage difference between the
UK and US power supply, will a special power

you exactly that. While we've yet to hear
directly from anybody damaging their machine
by using an adaptor (apart from someone who
reckoned he'd plugged a cart in back to front), if
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you don't want to take the risk ACE in London,or
Megacom in Nottingham, will deprotect your
machine - see 1) above.

Dear Gamefreak,

1) Recently | was on holiday in the US and | saw
SMNES games for hire in some video stores. Why is
thig illegal in the UK? You can even hire the SMES
itself over there.

2) When is Super Mario Kart due for its official UK
release?

3) What exactly is the ‘Super Magicom'?

4) Why are games so dear over here? £50-£65 is
just too steep.

5) Does Capcorn plan to bring out the Champion
Edition of Street Fighter Il for the SNES?
Christopher Fullerton (12), Paisley, Scotland.

1) The enormous NES market in the States
demanded rental fairly early on - an example of
the power of the customer there. The UK
console market is relatively young by

- comparison and rental will take a lot longer to

happen, if at all. Until then Nintendo will deflect
the shots in order fo maintain control over its
sales and profits.

2) Some time in December. If you can't wait for
it (and we understand if you can't) make sure
you get one of the new adaptors that run the
import version. (See Super Play issue 2.)

3) I's one of a variety of different pirating
devices from Taiwan and Hong Kong that sits on
top of the SMES and copies cartridges onto
computer disks. Games can then be duplicated
and played from digk. They are illegal, despite
what some people may tell you, and like most
forms of piracy have the potential to push
cartridge prices even higher. Luckily the price of
these gadgets (£200-£300) is high enough to
prevent most people from buying them. Future
carts may prove difficult to copy too, but there's
no stopping the persistent pirate.

4) We receive more letters about this than
anything else and we sympathise totally. There

is no real justification for games costing as
much as they do in the UK. With the average
cart in the States and Japan priced around £30-
£35, and more expensive games like Stree!
Fighter Il only around a fiver more than that,
why does the UK version cost £657
Unfortunately the price of the import version
in the UK has recently gone up about £10 across
the board (to about £55kbecause of the
exchange rate crisis, so at the lime of writing
there's no cheap option.
5) | wouldn't be surprised, but the standard
version is almosf like the Champion Edition so it
wouldn't really be a worthy purchase for owners
of the original. The ‘Blackbelt Edition’, now
seen in some arcades, is one version you won't
be seeing on cart - it's a rip-off arcade board
from the Far East with some pretly fancy new
moves built in! Needless 1o say, it's illegal!

Dear Super Play,
1) Our TV runs through our video but only the
video has a SCART socket (Euro-connector).
Could I run a US or Japanese SNES through that
SCART socket?
2) If yes, would using the UK SCART plug that
comes with the UK SNES make any difference to
the picture guality?

| hope you are able to answer these guestions
and congratulations on the biggest and bast SNES
mag on the market. | loved the free badge.
lan Gampbell, Paisley, Scotland,

Hmm, another Paisley reader. Friends by any
chance? Anyway, to answer your questions:

1) The result is usually just a black-and-white
picture I'm afraid. It can work with some videos,
apparently, but don’t splash out on the off-
chance it might.

2) | doubt it, as the UK SCART plug gives a
black-and-white picture with an imported SNES.
A SCART lead for an imported machine doesn’t
work on a UK console either.

If you've got a Super
Nintendo question or
problem you think
Gamefreak might be able to

help you with, send it off to
us at Gamefreak, Super Play,
Future Publishing, 30
Monmouth Street, Bath BAL
2BW. We'll do our best to
find an answer for you, and
print it our next issue.

Dear Gamefreak,

1) If 1 got a SCART US or Japanese SNES, and
connected it to a British TV via the SCART socket,
would | get a full speed, full screen picture with
no borders?

2) Are there two versions of every game for the
US SNES - one for the PAL machine and one for
the SCART machine — or is there just one version
which works on both PAL and SCART machines?
Which ones do mail order companies sell?
Michael Young, Buxton, Derbyshire.

1) Usually yes, but see both David Watits' and
Jason Wood's letlers above.

2) For the Super NES, each country’s carts are
available in one version only. Perhaps you're
confused because imported US carts for the
8-bit NES used to be converted to PAL because
no adaptors existed to get round the problem.

While UK SNES carts are branded “PAL version®,

they will work in any console with an adaptor,
be it a Jap, US, PAL, or SCART machine. U3
and Japanese carts aren't made for the PAL
system, but most of them work fine on it with an
adaptor. Rest assured we'll let you know which
carts are incompatible.

>

Dear Super Play,

1) When will the US SNES
be available in the shops
(not mail order), and how
much will it be’s

2) Are US carts available in
an; shops to buy, oris it
on

3)

through mail order?
f you play a UK game on

a US or Jap SNES using an
adaptor, do dyﬂu still get the
full-screen display?
4) |s there a difference
between a SCART TV, and a
PAL TV with a SCART
socket? I'm confused.
2} In your review of Street

ighter I you said that the
game had lost some of its
arcade look because of
screen borders. Is Street
Fighter Il better on a UK PAL
machine or on an imported
. US or Jap SCART one?
| 6) Isthe US SNES the best
| out of the three machines in
| terms of %alih,f and price?

|  Daniel Batt, Burgess Hill,
K’ﬂ‘est Sussex.

=

makes those borders much worse. it

1) & 2) Many of the mail
order companies
advertising in Super Play
are shops, and have been
selling imported machines
and games for ages. Some
towns now have shops
selling imported carts, but
don't expect to find any in
Dixons or Boots - stick 1o
the small specialist
computer or console shops
to find them.

3) Yes - the machine
determines the screen size,
not the carl. (NB the odd
game doesn't use a full-
screen image anyway, eg
Street Fighter I1.)

4) No - all UK TVs are PAL,
irrespective of whether thay
have a SCART socket or not.
All SCART consoles need is
a SCART socket.

5) Street Fighter If suffers at
the hands of a UK PAL
machine more than most
carls because the game
already has borders when
running on a full-screen
imported Japanese or US
consola (the programmers
needed to keep the speed

up this way). Because the
UK PAL console squashes
the image, the display is
especially narfow (and 17%
slower too).

6) The US SNES (SCART) is
selling latge numbers over
here because it is cheap
and no adaptor is needed
for Japanese games. It is
currently the best buy if you
have a SCART TV or a
SCART monitor: The
Japanese Super Famicom
could soon bie as cheap dua
to recent Japanese price
cuts, but an adaptor is
needed to run US games.
It's worth bearing in mind
that the first CD ROM
system to appear late next
year will probahly be the
Japanese one. If you intend
to buy the Jap CD ROM it
might be best to get a
Japanese machine (Super
Famicom) - the only one
guaranteed to work with it.

& Every month the writer of
the Gamefreak Star Letter
receives a fabulous Super
Play T-shirt!

v
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MODEY,

hy Mode 72 Errr... Oh yeah
- because, just as Mode 7
graphics are the best money

can buy, Mode 7 tips are the ultimate
in illicit gaming advice.

Gaming expert Adrian Price
makes an appearance to answer your
queries with breathtaking aplomb.
Write to him at the address below
and he'll be able to help.

Mode 7 depends on your help,
though. If you've got anything in the
cheats 'n’ tips ling you think might
be of use to Super Play readers,
send it in. The senders of the best
tips each month will get a Super Play
T-shirt, and the rest we use will get a
Super Play pen. Write to Mode 7,
Super Play, 30 Monmouth Street,
Bath BA1 2BW.

UN Squadron
Capcom

The best game of its type - that's our

opinion of LW Squadrom We wera
therefore delighted when Graham, one of
our “production’ people, popped up to tell
us about some secretiish) pick-ups ha'd
found. They're dotted about the screen at
various points in the game, but are
invisibbe wntil you shoot them.

There's another smart homb on the
enemy airflorce level,

Om level one there's a smart bomb
hidden fairly near the start of the level.

o | \,.::. FETF

TGO | | & IRnRO0

...and, later on, a fuel recharge that will
help with that giant stealth bomber.

The baltleship level boasts a unicorn
which makes you invincible for a bit

e
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There's a smart bomb hidden in the
cave on the land carrier level

... and a pick-up that'll top up your extra
weapons, loo

There are lots mora pick-ups for LW
Squadron, of course = this is just 1o give
you an idea of where to start looking.
Graham also pointed out that that the
weapons select button still works after
you've paused the game, so you can
choose the right weapon in a rather more
relaxed environment.

Have you spotted any other secrat
pick-ups of your own? Well, then, we'd
like to hear from you. Write and tell us at
our usual address (see above)

CALLING ALL
CHERTS,
CRACKERS,
AND GAME
FRERKS!

Super Mario
Kart

Nintendo

We thaught we'd given you the definitive
guide to Mano Kart last month, But we
were wrong! Now, we could simply have
thirown away Nathan Wilkins of Calng's
letter and pretended it had never
happenad. But, after trying his tips out and
finding how absolutely tremendous they
were, we thought we'd better come clean.
S0, here they ara

Oh no! What's happened to Mario
Phew, it's okay, we've used the cheat!

find yourself competing against a ‘ghost’
character, who does everything you did on
your last race. Each time you race after
that, the ghost character will emulate your
hast performance so far.

TIP HO. 1
On the character select screen, pressing Y
and A together will shrink your character.

TIP NO. 2

You can actually race against yourself on
the one-player Time Trial. All you've got to
do is start the game and race round. Then,
race again on the same track and you'll

TIP NO. 3

To race against any computer opponent,
select a one-player time tral, and press
Start on Pad 2 to select a computer-
controlled character.

ASK ADE ~

INVALUABLE MONTHLY GAMING ADVICE

Well, I'm back. H's my second proper
outing in Super Play, and your letters
are really starting to flood in - the only
problem is finding the space to answer
them all. (Oh yes, and finding oul the
actual answers of course.) Remember,
it you're stuck on a game, write to me
at the address given at the end of this
column and I'll do my best to help you
out. Right, now on with your queries...

care you should be able {after a faw
attempts) to complete the Farest of
Musion, no problem.

2] Check out Rich Pelley’s complete
guide fo the game on page 63 this issue.
It might just tell you exactly what you
need 1o know

& | have heard that there 15 a cheat Tor
~the SMES wersion of Sfreet Fighter T,
effectively turning it into the coi

op
Stregt Fighter ‘82, If there is one, could
you please tell ma what it is?
Ross Farmer, Stoke Poges.

@ | have got pretty far in Super Mario
Wortd, but just can't get past the Forast
0f Musion. I'm stuck, basically. What do
| do now?

Carl Gleaves, Bolton. @ If you bought the first issue of Super
Fiay {and | suspect you did), thera’s a

@ Sorry. this is an impossible guastion cheat for SFIin there. But I'l repeat it

to answer. Which levels exactly can't you
get past? You see, you can play the
gama in pretty much any order, so apart
from coming round your house and
seeing exactly where it is you're stuck
thera's very little | can say, However,
here are two general tips:

1) Take each level very slowly. The time
limits are quite genarous, and if you take

anyway. When the Capcom logo appears,
press DOWN, R button, UP, L button, ¥,
B, X, A. This will now let you play
character vs character, However, what it
won't let you da is play as the boss
characters — there's no cheat for that in
the game.

@ | know Super EDFhasn't come out in
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Krusty’s Super
Funhouse
ACCIANT

Krusty's Super Funhouse, en? Tncky,
isn't it? But not if you've got a tip. And —
wow! — what have we got hera? A tip!
On the password scréen, enter
'_JOSHUA® (that's a space followed by
JOSHUA). That'll give wou unlimited
Krusties, and access to all the rooms,
and vou'll be able to replenish your
gnergy by pressing L and A together

Looks like Krusty's just taken a rather

1asty beating

Datel Action
Replay Hot Tip

Fancy a super fast version of Street
Fighter 7 With a Datel Action Replay cart
this is possible. Simply antar this code,
and watch those fighters move

TEOCE001

Ken and Ryu battle it out in superspeed!

Easy, bul completely irresistible - that was our verdict on Dinosaurs. Just look at it!

Dinosaurs
lrem

If you're having troubdle with Dinosawrs
here are some codes, from Michael
Sullivan of Salibull.

Lewel 1; BCH2ZZES3IHARM
Level 2: XKOKTES THA3Y
Level 3: SCEXOESIHF24
Level 4: XKOMTESWHVDS
Level 5: XK2ZBIESOHNGA

Ay Cneats Tor

James Burne, Coventry

® Indeed | have — in fact | was sent a
couple of good ones by a chap named
Bruce McClure from Newton Stewart in
Scotland quite recently. Try this: at any
time during the game, pause, then press
these buttons. A, B, X, Y, L button, R
button, UP, DOWN, LEFT, RIGHT. Naw,
when you restart, you should be
complately invulnerable. However, it's
not & perfect cheat — it stops working
aftar you've finished a lavel, 50 you'll
have to enter it in again to get it back.

me where it is, and how | get il

Lewis Sparshatl, Selsey.

@ Ah, you've got me there — to be
perfectly honest, | really haven't played
this game enough to get that far. There is
a level select cheat, which we printed in
issue 1 - to quickly racap, go to the
option screen, move 1o exit, hold down
the L button and START on controllar
two, press START on controller one, and
you'll be in a special stage select screen
— but apart from that I'm just as stuck as
you are. This is whera | throw the
problem open to other Supér Flay
readers. Come on, if you can help Lawis
out, write to me at the address at the end
of this column, and 'l print it next issua

ork on the official LK version.

Jamas TuHin, Clacton.

@ You're right - they don't work, and we
haven't worked any out for the UK
version ourselves yvet, (We normaily play
the American one in the office
ourselves.) 5o, it's cop out time again. if
anyone can help, please write in and let

us know, At the usual address.

1 have to fight him, an

W do you beat him? Also, whare is the
Mark Eaves, Lancs.

@ Mo, you don't have to fight your
shadow — a common mistake. Instead,
a5 500N as he appears, simply put your
sword back in its sheath. Your shadow
should now disappear, enabling you to
pass. As for the exit, you're going to
have to work that one out for yoursalf.
There are some codes in last month's ish
which might help, or maybe another
reader could put you out of your misary
through the auspices of this column.

1ot write 1o the Ed

and demand that it does so, &h? In the

S8ging you.

Action
Replay Codes

Remember, before you can use any of
these handy cheat codes = and they are
handy, just check them out — you'll need
to get hold of an-Action Replay cart. (See
the special offer on page 97.)

Game =~ Effect Code

Focelay Infinite lives TEODSEODS
Contra Il Infinite lives FE1FSADT
Infinite

shiglds TE1F&301
Darius Twin Infinite lives TE106803
F-Zero Infinite
gnargy TENOCADR
TEOCF3IM
Hole in One  Two shots
per hole TE10A102

Street
Fighter Il Better
dragon
punch FEOC3210
Super
Soccar No
opposition

keeper TE10F80C

The men to thank for those are Barry
Clough of Dunfermline and Mark Gomm
of Stoke on Trent. They'll both receive a
Super Play pem,
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F-Zero
(Nintendo)

F-Zero (or Fuzzero as it's known here at
Super Play) (Not to me it isn't - Ed.) is a
bit of all nght. Here are three special top
tips for it:

@ For what Anon of Sunderland
describes as a ‘'mega start’, hold down
the accelerator before the race starts.
Then, when you get the green light,
drive in front of the nearest opponant,
He'll crash into the back of you and give
you a big push forward.

& |f you get a Super Jet on Port Town
2, and head left after crassing the
starfing line, you'll come across a jump.
Just before vou hit it, activate the Super
Jet and stear right. You'll fly to the
opposite side of the track. That's if Rhys
Booth of Caldicot is to be believed,
anyway.

Belting down the backstraight to
victory with our fab tips

@ Finally, Paul 0lszak of Harlow
reminds us that if vou completa the King
League on Expert level, yvou'll be able to
try your hand at a new Master level,
Needless to say, it's jolly difficult indead.

Gradius 3

(Kanami)

This is possibly the simplest cheat we've
evar printed, or are ever likely to print,
For extra credits, just push the X button
rapidly on the title screen. And that's it.
We've got Bruce McClure of Wigtown,
MNewton Stewart in Scotland to thank for
that one.

Looks like the undergrowth has got out of
hand here — or are they Triflids?

"Hoss

It may be boring, but il is vary cule

Spanky’s
Quest

(Natsume)

This is ‘boring’, according to What
Cart?, Super Flay's definitive guide to
Super Nintendo games. Despite being a
bit boring, Spanky's Quest still marits
investigation, which may be made easier
by the following codes:

Leval 2: 732
Leval 3: 354
Level 4: 116
Level 5: 988
Laval 6 470

o etk

Lemmin gs
(Sunsoft)

Here are the codes for all 125 levels,
which wera lovingly faxed through to us
by Steve Austan of Brighton. Cheers,
Steve = you're one in six million!
(Geddit?)

Fun Level

1 VLOXPGC
2 FWKQCJK
3 TWEZKREM
4 JPIXFVW
5 KTJGTJK
G HGNNNPX
7 MLLBCPO
i KBVCKLL
] JWGWEK
10 JJGKOPH
Lk PWKZSXL
12 GEWWFXR
13 PPTDZIG
14 TPVaDak
15 OSPREMK
16 BXCHLOS
17 VDGOWSX
18 QGMNLNFM
19 DNPFNOR
20 FORKFHL
21 RMHDGEX
22 ZGBVCXY
23 ZXBLWEK
24 HTLDXLB
29 ZOGHTWD
26 CFHXPSM
2f PZEXCXE
28 CWLGDPT
29 WONLSMJ
30 WBZWWCE
IFICKY LE val
1 WXRRTMY
2 SVZFJVM
3 BNLDXVC
4 FNGWLWW
5 RWHTOBK
B GEVOADZ
7 RTWHNTC
8 FEMBPFD
) GTGCDKAQ
10 KSRXKVE
11 TBHLCRC
12 KVJKXBQ
13 TMRSZMF
14 CVSDHLF
15 WXLBGBP
16 WZNFLWF
[ FYRMTRWW
18 VWORGWD
19 SRXBPPV
20 GRZHRPP
21 XTMWFCP
22 FLMTVPM
23 KSGWWWE
24 ZBPPBXG
25 WHCHBQV
26 LHDPGNY
27 HVLXXTH
28 STVNDPK
29 JFTOVEX

a0 SKKWSZD

Taxing Level

1 SFLOOWR
2 LGIMTCD
3 BWNOXRZ
4 NGHOVRF
5 NROKFRC
i ORXZLSK
7 VGEPDOWR
i HPKBCCX
g9 DSWLCTG
10 GWGECIHK
11 TNINVCGD
12 KKBFSBD
13 VKECSFY
14 SJKNWWS
15 DODGCEX
16 OTVGFTH
17 PFFFLPS
18 BPMASMC
19 JLGKBGZ
20 PCVEZIVR
21 ONWFKVZ
22 NTHZDEK
23 XQZSROT
24 PTPMJDY
25 LXTZBHP
26 RLOGWSX
27 MHENCDE
28 KWGCKWD
29 REVHCBS
30 MGV JBKZ
Mayhem Level

1 QGSMMOM
2 KKSXKFK
3 WMBLXML
4 JCPMTPC
& THPPCLS
G RCPXPMD
7 GRITLVE
& LSWHMHR
q SORMFLF
10 HSHOXFK
11 CHEMWRF
12 ANRGMXC
13 WPSKEBXN
14 LPBDVI
15 BGMLGSS
16 CZLMVGD
17 KVXLSOH
18 COSSXRQ
19 MYARPMO
20 PMXDHEP
A TWOBCKL
22 WWVEXWE
23 BSLMGOZ
24 MGGLXSF
i) DXBZRVX
26 BWONEVE
a7 RTBGJWD
28 HMGDJCO
29 QZTJHSV
30 COLRCHF

Sunsoft Levels
GNNB.JWY
RCORFPZ
FBLIKJB
RMAMZDC
DTCZVMO

LS I = R




Got a Nintendo?
Then get this!

e COR PLAYERS OF M Super NES G
100% FOR PLRYERS B Game Boy s.,"::,e: l::ar"u;: La:d 2 I

I E B NES Z Has Mario’s bubble [Tg
e i burst? (Well | flippin* i

ish mine would) /
A very independent . .. ) s
mag from (ta-daaaah!) : |
Fut?lre Publishing

And we've got all the °
exclusives on Star

Wars and The Empire
Strikes Back! Quick,




Middleton Road Please Add E10.00 Delivery For Consales

Hartiepool Docks (Mext Day Courier Sen
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SUPERSTORE!
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in the world if you can’t hear it
properky? If you don’t own 3
Steren TV, these neai litte 8 watt 97
desk-top 2y Fy speakers from UNIVERSAL ADAPTOR
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matched to your system fool : or LIS mzching). lgnone it and you'll be sentenced
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ail the bits £35 9 9 SNES SOFT PAK relsases for lile! £16,9'9
you'l negd! With cold weather on the way, keepyour ~ / 5
caris snupg and wasm in this fashionahile,
Dlack Sofft Pak. Made by top accessorias
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e profective padding and a convenient grab
5 handle, it} carry aight carts safely and
- easily — just right for when you take them
b argund your friend’s house - and looks
= freal too.
: Al for only... £9 99
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value from your carts bacause you
¥ can't et beyond level three? Then
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cheal af games! By entering : B finder! I keep 12 issues of
4 85 the appropriate codes far Super Play sale, togeiher and
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HYPER EXCITING

READER’S VOICE

This month: the pleasure of Anime; the pain of Japanese manuals; the
indifference of Nintendo; dodgy hardware; map blues; how to ruin your
complexion; and how not to blag a Super Nintendo. Oh yes, if it's happening,
it's happening here in Play Back...

anir T
Your sincerely,
Paul Spann, Kemworth.

‘MY ANTICIPATION
TURNED TO JOY’

Since the Anime section has as
yet been unmentioned in Play
Back, I thought I'd better say
something before someone
5ays it's irrelevant to the SNES.
Okay, here it is: 'Brilliant’.

I bought the first issue of
Super Flay mainly because
Matt Bielby and Jonathan
Davies were writing for it, and
because I was yet to find a
good SNES magazine. My
anticipation turned to sheer joy
as I flicked through the pages.
The thoroughness and smart
humour have been brought
over from the fab Amiga Power
and the added anime feature
makes it the best read in

yvonks! Peter Molyneux's Tokvo
Diary in issue 2 was brilliant.
Yours sincerely,

Ben Ford, Kidderminster,

‘LED BY THE NOSFE’

I am writing to congratulate you
on the brilliant first issue of
Super Play. | have been a video
and computer games fan for
over 10 years now, and have
been a regular reader of
magazines, but have never in
all this time been compelled to
buy a magazine simply for its
cover — until now, Whoever
designed it deserves an
immediate pay rise for their
inspiration. The contents (love
the Japanese influence!) are of
an all-round high quality, too,
not seen since the early days of

ST/Amiga Format (I'm still an
ST Format subscriber) —a
superb read.

The reason I mention most
of this is that there seems to be
an abundance of questionnaires
in this first issue asking the
readers what they want. You
have a winner in every
department, so don't be led by
the nose by what a hundred
readers trying to win T-shirts
say they want! Trust your own
instincts, because this is a
really great product and people
will be attracted by that alone.
All the best,

William Bennett, Edinburgh.

Rest assured, we are going to
continue to trust our own
instincts. However — and it
might sound cormy — we also
want to make sure we're giving
our readers what they want,
rather than what we think they
want. To that end, we've had
lots of very good suggestions
from our issue cne reader
survey, many of which we're
planning to implement. (We've
had lots of really silly ones

to0, mind...)

‘I WOULD LIKE TO BE ‘COLD AND QUITE
A PROGRAMMER... HOSTILE’ "
When I'm older I would like to

be a games programmer. Could
vou tell me how to go about it,
what subjects to take at school
and what qualifications I would
need. If you have any telephone
numbers or names and
addresses you could give me [
would be very grateful.

Yours sincerely,

Anthony Taylor, Sunderland.

lification you need
a5 a programmer is
really good at

3 @ PC or an
Armiga, alc ith a good book
on programming, and lock
vourself in your bedroom until

worked out how to do it.
ne of the things
you've written to Britain's top . ( re I bought my
games publishers and see what COns ] an Amiaga
they say. Oh, and another thing E e
— it als alps to grow your hair

long and listen to lots of heavy
metal music probably
vith
i price
g in quality.
Your sincerely,
Gary Jones, Harrogate.

‘PLEASE SEND ME
A SEPER NES’

Please send me a Seper NES.
I ham pulling my hair out to
get one. [ will give you my
Sega Master System if you
give me one.

Yours faithly,

John Bacon, Enottingley.

I did a bit of checking

up, and I don't think
there's much to worry
about for now. These
cartridge copying
devices most certainly
aren't legal, and Bandai
are clamping down on
dealers that import them
from the Far East. Even
if the devices were freely
available, they are
complex, expensive
pieces of hardware and
would be unlikely to find
a large market.

Sounds tempting, John,
and if we had a Seper
NES we'd send you one.
However, as all we've
got is our Super
Nintendo, which we
need for doing reviews
and stuff, we can't help
out. Sorry.




‘EVEN A
PHOTOCOPY’

v
paying £45 you'd think the
importer or retailer would

inside. Even a photocopy
would do. Instead you have
to suffer hours of getting to
grips with the game and not
knowing if you have missed
something important out on
the playing side.

Yours faithfully,

Shaun Holden, Bolton.

Buying import games
has both advantages -
like getting games ages
before they come out
over here — and
disadvantages. Like you
say, Japanese games
have Japanese manuals.
I'm afraid you're stuck
with them - most

* importers don't know
enough Japanese (and
certainly don't have
enough time) to
translate the manual of
every import game they
get in for you. And
thera's no way an
importer could get
away with
photocopying English
manuals - such things
don't usually exist for
these games, for a start.
The solution, if your
Japanese isn't too hot,
15 to buy the American
version of a cart
whenever possible.
Anyway, why do you
want instructions for
Hook and Super Ghouls
‘'n’ Ghosts? Playing
them is obhvious...

‘MY ONLY GRIPE’
First, I'm writing to
congratulate you on the best
Super Nintendo magazine on
the market. [ say that because
your reviews are concise and to
the point, and really helpful for
a quick guide to what to buy.

My only gripe is that you
keep on printing maps. Maps
are helpful, but if you're having
& good time playing a game,
and then you read the map
showing you how to do a level
or find a secret room, then it
completely spoils the fun of the
game. | know [ don't have to
look at the maps, but someone
else normally does and then
tells me where the secret rooms
are — not something [ wanted
to know.

Yours sincerely,
Neil Robinson, Newark.

Like you said yourself, Neil,
you don't have to look at the
maps. Besides, I bet if we
asked everyone who liked our
maps to write in and say so,
pretty soon our letter box
would be suffering from
friction burns.

Yours in anticipation, C
Thompson, Wolverhampton.

Okay, here's your
explanation. The time:
the middle of last July.
The place: a deserted
office at Future
Publishing. The door
bursts open, and the
newly-assembled Super
Play team stumbles in
and starts arguing about
who's going to sit
where. Minutes later,
Totall's art editor sticks
his head round the door
and says he needs a
Super Play cover, by
tomorrow, for an advert
he's doing. The result:
lots of shouting and
running around,
followed by the hasty
assembly of a purple
sheet of paper, a picture
of fighter pilot and a
Super Play logo. The real
cover - which appeared
on the magazine you
hought — came much,
much later.

‘RING A MAJOR’

The naff title aside (What?!1? -
Ed), there's no denying that
your magazine is by far the best
on the market for Super
Nintendo owners

The feature on the history of
the Super NES is the point of
my letter, as I found it
fascinating reading and a real
Bye-Opener.

A theory that I hold
regarding Nintendo's lack of
commitment and drive into the
UE/Euro market is that they've
done some research, which has
indicated to them that a
recession-ravaged continent
may not be the healthiest
market for a new home
entertainment product.

In a sense, they were using
the Sega Mega Drive as a
guinea pig, just waiting in the
wings until they were sure it
was safe to introduce their
more technologically advanced
machine. But, until the time
was right, they also decided to
sell rights to Sega to produce
Nintendo titles for the Mega
Drive, s0 as to still cash in on
Sega's head start.

My brother is in the
business of selling consoles,
and tells me that the Mega
Drive is still outselling the
SNES, although I did ring a
major department store and
their manager said sales were
about even.

I'm not in the business of
knocking the Mega Drive, as
my brother owns one and [ love
going round to his house for tea
and a game of Sonic, and
likewise he does for Mario, but
I wiould like to know whether,
now the SNES has its foot
firmly in the door, Nintendo
have any intention of actually
buying Sega titles and then
producing them on the Super
MES. Because, let's face it,
although we do like to think the
SNES is a superior machine,
you can get some pretty
amazing games for the Mega
Drive that would and should
look pretty stunning on the
Super Nintendo.

Yours sincerely,
Dominic Whitehead, Halifax.

A conspiracy theory to put Guy
Fawkes himself to shame. In
answer to your question, you
can already play top Mega
Drive game John Madden
Football on your Super

Mintendo (well, sort of anyway)
and the brilliant Desert Strike is
hot on its heels. In fact, it's a

virtual certainty that if a game
does really well on the Mega
Drive it’ll be heading Super
Mintendo-ward in no time at all.
(Sonic aside, of course...)

‘NOBODY WANTS
TO BUY
PILOTWINGS’

50 do we. As for
Pilotwings, well, it's one
of the best SNES games
ever, and your
shopkeeper would be
bonkers if he stopped
stocking it. About the
only thing Pilotwings
and Wings IT have in
common is aeroplanes.
Apart from that, they're
completely different
styles of game. Oh, and
we'd rate Pilotwings
quite a bit higher than
Wings IT - there’s so
much more to it.

‘THE JAPANESE DON'T
LIKE US’

First, I would like to say that
Super Flay is the best magazine
ever, and also that I now have
Super Play and Total! delivered
monthly. j

Then, I would like to ask you
some questions:
1) If you and Total! are
published by the same
company, then how come you
both grade games differently?
Total! said Exhaust Heat was
brilliant and you gave it 69%.
You gave Rival Turf 58% and
Totall gave it 70%. Why is this?
21 Why is it that Britain seems
to have problems with consoles
and other countries don't — eg
we have to have borders on our
SNES'. Is this because the
Japanese don't like us?
3} Could . you
make Game-
freak look nicer
than just green



(issue 2)? putting a bag over his head, but
4) Is there going nothing seemed to work.

to be a 10-game 4) If you check out Superstore
holder to store  on page 97 you should find

what you're looking for. (It'll
only hold eight carts, though, so
you'll have to buy twol)

my games in,
because at the moment [ have a
home-made cardboard one?

I would like to congratulate
you on an excellent magazine
(Totall as well), and [ would
never consider those other
magazines that take the mickey
out of their readers.

Kind regards,
M J Turner, Macclesfield.

Okay:

1) Total! might be produced in
the same building as Super
Play, but we don't go in there
much. (It smells a bit funny, for
a start.) In the case of Exhaust
Heat and Rival Turf, well, we
disagreed. Simple as that.

2) We phoned them up to check,
and they said that actually they
think we're okay. So it can't be
that.

3) We tried painting him all
sorts of other colours, and even

SUPERMARKET

This month sees Super Play's free reader ad
section snowballing, with more adverts than the

last two issues put together! This is hardly surprising, as we
didn’t have any in the first issue, and only a handful last
month, but still, good news all the same, eh? Of course, it
could be something to do with the fact that all supermarket
adverts are completely free! Whether you're selling somethinag,
swapping something, looking to buy something, or simply
hoping to make new SNES friends, Supermarket is the place to
come. (Or send your adverts to, anyway.)

HARDWARE FOR SALE
@ Amiga 500 for sale. 1 Meg RAM, two joysticks, mouse and mat.
Loads of top games like RoboCod, Speedball 2, Kick Off 2. £250 ano
Tel: (0734) 422033.

@ Super NES (UE) fully boxed with Mario. £100 ono Ring Alex on
(081) 462 5870.

® Sega Mega Drive for sale with EA Hockey and one controller. £80.
Tel: (0592) 880113

@ Commodore 64, all accessories, light gun, over 50 games (Batman,
RoboCop, Ghostbusters plus many others). Perfect condition, £100.
Tel: (051) 474 4069,

Dur youngest reader (to date), Alan
James, from Bracknell. Isn't he cute...?

‘BEING QUITE GOOD
AT GAMES'’

I read in another magazine
(Control) that Super Mario Kart
has a limited number of courses
and would be easy to finish in a
day or two. Being quite good at
games (I completed Super Mario
World on my second day), | was

afford to spend money on games
that won't last me very long.
Your sincerely,

Richard Gillis, Dyfed.

Describing Super Mario Kart as
too easy’ is completely missing
the point. Even if you manage to
finish all the courses, you'll have
such fun that you’ll want to do it
again and again. Then, of
course, you can play a friend,
gither racing against him or
taking him on in the fab balloon
game. Besides, the mag you
mention seemed to totally forget
about the five Special courses,
and the tough 150cc option you
get if you finish them all. (If you
find that too easy, perhaps you
ought to offer your services to
Williams or McLaren.) Nope,
Mario Kart is brilliant,

of N I W O NN O N N O O O O O e .

wondering if this is true,
because I'm
interested in
buying it
and, at my
wages, [
can't

No room!

NO ROOM!

And that, I'm afraid, is all we've got time for. However, as
ever we're dying to hear from you. If you've got something you
want to say, some question to ask, or just fancy praising us a

bit (we don’t mind, honest) write to us at PLAY BACK, Super

Play, 30 Monmouth Street, Bath BA1 2BW.
Don't be a stranger!

monitor, three joysticks, Multiface, mouse, 175 games and lots more,
all for £150. Phone (05642) 31213.

® Amiga 500, plus external disk drive, 100 top games, two joysticks
and more, all for £275. Phone Jase on (0925) 755630,

SOFTWARE FOR SALE

® SNES games F-Zero, Addams Family, Joe & Mac, UN Squadron,
Super Soccer. Super R-Type all £25, Streat Fighter 2 £40. Ring Rob on
(081) 863 0ATH.

WANTED

@ SNES/SF games wanted. Price dependent on condition and title,
Tel: Ben on (0422) 310383, :

@ Wanted: UK, US, Jap Super NES games. Please tel (0527) 32230.
® Wanted: Super Famicom/SNES games to buy or exchange. Please
ring between 4 and 6pm and ask for Gary on (0423) 563646,

® SNES (SCART or PAL) with games. Cash waiting. Phone lan on
(051) 228 2436.

PEN PALS
® Anime fans/connections wanted for new fan. Require videos and
SNES talk. Tel: Paul on (0926) 611717,

® Universal adaptor. Allows ~ L Y
US, Jap, UK carts to run an any BOOK YOUR FREE AD HERE! ]
machine £7. PC Engine ] S m
joystick with autofire £7. B i simple. Just fill in this form or & photocapy (in bock caps pleass, and don't forget to acd your phang number), stick it to the back of a postcard

Tel: (D604) 756467. W o envelope and sénd it to Supermarket, Super Play, Future Publishing, 30 Monmouth Street, Bath BAT 2BW. If you're under 18, please ask your il
# Super Famicom for sale. = parent or guardian to sign the coupon. This sandce is ol avadabie to prvate advertisers, [ii]
Boxzed as new, includes Mario |
IV, two joypads and all u Please print my advert at the earliest Hame Iwantmyadtoread:_________ |
accessory leads. Sell for £95 [l oppertunity under the following Address =
{not a misprint). Ideal g Skt o

Christmas present, phone B v for Sak — i ST -
(0992) 673248 after 6.30pm. g GamesforSak 000 e o u
® Amstrad CPC 464 with g o Postcode 2 m
colour monitor. Cost £300. - :1?;:;;; St Tel No ™
With £1 UU+. STnES hopkf it Fanzings Signature of parent/guardian [if you're e s i i &
and magazines. Bargain Lonely Hearls under 18] (SUPER PLAY3)
£140 ono. Tel Liamon (081) W

578 6941, | § Sorry, but Super Flay can accept no responsibility for ads placed in this section. '.

® Amstrad CPC 6128, colour

A ps B B B B D BN N O O O O O .
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Each title purchased from us puts you
into our monthly draw to win £1
worth of software of your choice!!!

Plus, each console purchased enters

you 3 times. Winners will

3
AN - N-MEN
[AWENTURE ISLANL
R BASEBALL
LA
ngina THIBES
iE RS N
FER CER
FER STNE ¥
ERMAN "
TECHMIRATLY
TINY TS
THE. SIS
TOM ANDY JEh

TURTLES N THC

LN SO ART RN
WWF WRESTLEMANLA,
FELI

i
39.95

JAF SUPER NINTENDO

BATTLETC:AIS
MRTY CHALLENGER
FATAL FURY
GOLIEN FREHTER
GLUNFORCE
PARCHMLS
PSYCHO DNREAM
PRINCE OF FERSIA
RAvmna 172
SORIC BLASTMAN
SUPER ALESTE
SUPER PANG

CALL
CALL

2T mov

48.95
44.95
44.95
CALL
30,95
44895
42.95
%42 95
J a5

be notified by letter

NEO GEO
ALPHA MISSION 2 99.95
HASEBALL STARS 2 149.95
CHOSSED SWORDS 09,95
CYBERLIP BY.95
EIGHTMAN 144,95
FATAL FURY 129.95
GHOST PILOT 949,95
e OF THE MONSTERS 99.95
WHCIAN LORD 099.95
oM MATHGN 129 95
k- 59.95
99,95
144.95
129.95
F HO.95

CANWIBOY
o g EO 21 1‘}5
BATILE i 0.5 CALL
i TS BROTHERS 22.95
= CALL
20,95
24 .95
0,05
22 95
i E 21,95
T NARS 2B8.95
ATPER MARIO LAND 2 CALL
TERMINATOR 11 21.95
TOM ANDF JERRY 20.95
W SUPERSTARS 11 2295
il 17.95

HARDWARE

*1AP GAMES ADAPTOR
H MARIO KaRT] 14.95
i WINTENDO SCART 108,85
AT PADS 14.85
=TICK 49,95
STICK 69,95
- TAME G4.95
EVETEM 200,095

FOSTARE & PACKING
1.25
1.25
5.00
7.50
10.00
CALL

; cmm

i_
[ PosTCODE:

A N

GAMEPRO, ALHAMBRA EXPIRY DATE:

e S
T

HOUSE, 27 CHARING CROSS
ROAD, LEICESTER SQUARE,

LONDON WC2H 0AU
TEL: (071) 930 0600

SKESSCARTUSA 1AD.......... .0
SNES LA SCART 2405 +
MARWOALD CALL
TURSDGAAFE USA SCAAT + GAME _T165
BTAAI LN 1+ AWY GAME .......F93
(GAME GERR + 5080 + P53 « GALARL %) £140
MEGADRIVE CORSLLE + FEU
1 JOVFROS, + SONIC
'lE[ZG'HT .

WEDGED + 2 X4 BUTION
JONBTICES + PEL 4 ARY GAME

1 i o | —— 1 E
GALAHAD . W
CHLUCK ROCK... k1 1]
EA IGE HOCKEY 83 B0
HOURTIC GAMES
TEAM US4 BASKETEALL
RAMPARTS
DRAGONS FUAY
LH ATTACH CHORPER
BaTWEN RETURNS
GONIC HEDGEHDG .
STAEETS OF RAGE........
WIGKEY + DOMALDS l'|'ﬂ|'|l|:I|J
LLLEION —
WAF WRESTLEMAMA ... CALL
ALIBREW, .. . 3R00
TEAMNGTA.... ... B0
EURCCLUE BOCCER. .. ]
BULLS VB LAKERS. ............ ALDD
LEMNINGS...
DLINGEONS & IZﬂ.l.G-'_'d‘E- AR
TEAM LA BASHETEALL ... m
SMASH TV 1o
CYBERCOP [CORPORATION) ... 4500
TAZMANA am
BLICK ROGERS B
CROasH S 1]
ALIEM STOAM [P . .0
CALFORMIA GAMES ... &Em
GOLDEN KIE 1
MONACD GP UK ... 1]
BEAST WARAIORS ..L’.F" 1500
WAPDR THAL [J&F) .0
EOHANZA EROS (JAF| 15.00

ACCeEs

S0

lﬂuil urtlorfﬁhnp address
—1 Console Concepts

The Village
Newcastle-u-Lyme
Staffs ST5 1QB

(0782) 712759
SHOP HOURS
Sat/Weekdoys 9.00 - 5.30pm

Thursdays 9.00 - 1.00pm

uﬁmmnmiinimmmmm

TURBO EXPRESS COLOUR HANDHELD

e

OMYDTSePRP
W(mm

AMD CARREY CASES
STEEL EMPIRE (WF)........_1300
JEWIEL MASTER (MP) ... 1300  ACTAASER 4110
VARDNER bAP ... ... 1800 ADDAMS FANILY._. an
S0 WALE LU : ARCANA S ( ]
SLINE WORLD AP CASTLEVAMIA [y wn | T
AFTERGANER T COMTARA L 400 =X .J‘-_}':
WERYTER |14 Lo EXTAS INKINGS He A ii[l:
TASK FOACE HARRIEA .. FZERD........
HRLISTYS FUNHOUSE ... FIROC,-......
HID CHAMELEDH ... FACEEALL 2000
GREENDOG ... FIHAL FANTASY 1 i
EVANDER HOLYRELD ... FINAL FIGHT ... an iy
MARBLE NADKESS. .
FIDAL RASH... i X0E
I VAN OFIL |:|u.r.:'- i HRUSTYS SLPER FUNHOUSE. 8300  cupen HGH IMET
PHELIOS (AP} KING OF THE MONSTERS: 4910
HELLFWIE [J4F) . i LEGEND OF ZELDA ... ... 000 |
DOUBLE CELAGON I (JAF]__ SUPER MARKWORLD.. ... &5
FATAL LABARRINTH....._.... MARIDRMNT ... B0
PGA TOUR GOLF ... MYSTICAL R .. .. 400
SPLATTERHOUSE N MG AR BASKETEALL 400
DAHIE CEINSON BASKETBALL aﬁ-.‘] PEEELE SEACH GOLF AE00  AUEH
FILOT WINGS i
POWERISFORTS, AAWI 112 LT AOBOGOR 11
THTEILLIN, MICH BOWNG {CDY, ZEAD SN Gy
WNG (001, LOCMVCO), SHAPE SHIFTER  SMABHTY ... ...
{C0H, IAMGOMNS SLEVER (G0, AF 206 SUIPER BATTUETAN ...
(T3], GHOST MANCR: TG SUPEF EOWLING......._.....
PLEASE CALL FOR PRICES TROBONIG .o
" TECEAR . .
AERDELASTERS, ANDRE FAMEA KICK UN SOUADROM ......... e oo A5
BCHING, BLOODY WOLF BOVBERMAN, WWIF WRESTLEMANIA ... 4500
BONCS FEVENGE, DEVL CAUSH, FNAL < STARVIARS ... CALL
LAFTAIN, GALAGA 5, GLNG0AT JACRE
CHAN, KIGHT CREATURES, FARASCL HASHTY
STARSANCEN, SPLATTERHOUSE.
SUPER STAA SOLNEA, TALESPR R AL U5 GAMES KEED CONVERTOR FOR |,
TYPE [COMPLETE}, SOLIER BLADE RRE On b SHES. DR CONVERTOR
RELITOR1A ||, IFOSSAMOLE
WUSSAMOLE PLAYS AL GAMES RELEASED S0 FAR
GAMES FROM 25 T0 £43 R HARIC) KARTT, DMLY £20
GALL FOR DETALS : J
STAEETRAGHTERN ............B00  SOHCELASTMAN e AR00
SUPER MARIOKMATMEG. ... 4500 AGRCEMTMSSION..._.......ADM0 7 "
SOULBLATER ... _..........4ng  FI EXHAUST HEAT . AR =T
IFEN SONS (G ....o0)  GOLCEN FGHTEA (12 NEG ..49:-: I R
b et el T S
P!.Fh"'ElL‘ AR D CeEsaliRs R .....5\53]
TURTLESINTIME................. 4300  COSMOGANG rerenenCALL - THUMEESHON FX
PRNCE OF PERSHL. 400 TOPRACER oo AL
BARTS MGHTIARE a0 PANHAR.. . AR
L'lJLHlI: :Iﬂhﬂh A300 HAT TRICK HERD ... #Hm |
WE FMVE B AORE GABES W ALL
£ FER 1 BERT 4500 COMSOLES THAN IE CAN PANT N THS
WIS | 4300 ADVERT_IF T CAAM NOT SEE A TITLE ™0 pgparca
P FANTASY MYSTICAL .,u S' REGUARE FLEASE CALL LS NOW.
DESEAT STRIKE WE ALS0 STOCK LYNE, GAMEROT, FC
EBLUES BROTHERS ENGWETURBOGRAFY, SUPER R
QLT OF THES WORLD . NWTENDOSUPER FANCOM CONSOLES | g
MCKEY MOUSE ... o AND GAMEE. SHOP PRICES MAY WARY ALL == m'
NN FURY i GOCDS SUSJECT TO ARULARLITY

TERKUMAT R

.mkmﬂm are despaiched Parcel Force Mext Day Delivery
{Saturday delivery is extra £8.00) Cheques — Please allow 5 working days for clearance.
P+P: Consoles £10.00, Joysticks £2.50, Each gama £1.50
Please state if you are a new customer or please quote your customer number.

All machines and games are Japanese unless otherwise stated.




and improved' too! What Cart? is Super Play's

I t's long, it's comprehensive, and now it's ‘new

comprehensive guide to all the ma jor Super
Mintendo and Super Famicom games available in
this country, be they official releases or on import.
That's right - every single one! About 140 games,
altogether. (*About 140 games!" - the rest of the
team.) There's a mini-review of each one, along
with a mark out of 10 and a few other bits and
bobs to ensure you're completely in the picture.
¢ Plus! This month we've made a few changes to
IWhat Cart? Gone is the practice of dividing
everything up into different categories of game
(too complicated.) Instead, we've gone for a
straightforward alphabetical order, which should
make it a bit quicker for you to find the game gou
want. We've also thrown in a few ‘Top Fives’
dotted around the place, to give you an at-a-
glance guide to some of the best games available.
* [lo you know of a game that's somehow slipped
through What Cart?'s net, and hasn’t been listed?
You do? Then write in with the details ot It and a
brief review, and we’ll try to include it in the next
issue. In return, you'll get @ mention in the
magazine and a Super Play pen. Write to What
Cart?, super Play, Future Publishing, 30 Monmouth
Street, Bath BA1 2BWW. (Sorry: ‘please’.)

ACROBAT MISSION [JAP)
Taichiky, 8 Mbit

1 player, SP2 38%

A despicably leeble vertical
scrolles. (Mot a good start. )

ACTRAISER [JAP/US/UK)
Ende'Tisntel, 68 Mb<l + BB

1 player, SP2 90%

A brilliant combinaticn of strategy and
platiorm actlon. Graphically (s very
well done, but the visuals are left eating
dust by the cutstanding music.
Make sure you by the LK or LS

version = it's much more g
layabie with English text! i,

o L

THE ADDAMS FAMILY

JAP/US/UK)

gan, & Mbit

1 player, 5P1 82%
Not the last word in platform games by
any meeans, but this: is still a polished
and enjoyahle romp, A Brge game,
leaturing welkintegrated adventure,
puzzle and shoot-'em-up elements,
prowiding an addictive challenge that
gts quite frustrating in places,
althaigh & helplul password
aystem allows falry quick ‘
completion T

AGURI SUZUKI F1 SUPER
DRIVING {JAP)

LOZEC, 8 Mbit

1 or 2 players

Fast, 30 Mode 7 courses and tunnels
and bridges? We were surprised,
anyway, This game is extremely well
presented, e sullers [rom the
undorfunate no-warning--cormers
prablem that seems to plague 50 many
Super Nintendo driving games. If vou
can e with that, hawever, the
split-sereen two-player mode ks e
it clefindte hamus. 10

AIR MANAGER [JAP)

Koei, B Mbit + BB

1 1o 4 plavers

Undortunately unintelligible unless
waou're flwent in Japanese, this is a quite
well presented business stratesy Ehing

along the lines of Roilroeod
Tyeoon. Nice Mode T intro.
Impossitde to judge.

ARGANA (US)

Atvernative name: Card Master (JAP)
HAL, 8 Mbit + BB

I plaver

An RPG basesd around a 30 perspective
(like Dungean Mester) sounds good, but
1t suffers from a very plodding pace -
the combat scenes are particulary long
and drawn out, Graphically i"s not had,

and the music B well done, but
andy really recommended for @

die-hard RPG fans.

ASTRAL BOUT (JAP)
A-Wave, B Mbat

I ar 2 payers
Awrestling fighting game, and not a
wery good oie al that. Graphically not &
complete disaster, but the sprite
colliskon and playability are very ropy.
Fighters hobble around the screen like
Ll 0 Sbones in Uhseir shises ane,
when you think you could buy
Siveet Fighter i instead, what's
the poimt?

E]tﬁl.l STA MASTERS 3D GOLF
T&E Soff, & Mbit + BB

L to 4 players
The first 30 golf game on the Super
Famicom, and still rather good despite

Japaness text, Graphically, it's a mixtwre

of hit-meaps and polygons and it
works quite well, The screen
upclate could be laster, though. 5 26

AXELAY (JAF/US)

Kanarmi, B Mbil

1 player

Olkay, so0 Axeday's a little thin gameplay-
wise, But - ooh! - those graphics!
Theey're quiite possibly the mast
impressive anes ever! There are slso
some mind-bogling baddies. and the

game alternates hetween

harzontal and vertical scrolling, q
which is nesi =T
BART'S NIGHTMARE (US)
Acclaim, B Mb

1 player, 5P1 01%

Thee formula may not sound promising -
lots of litthe sub-games rather than one
i one = buat this is absolutely
auperh, and very weind

‘Waonderhul graphics and lots of .
humour, and it's chalkenging LA

BATTLEBLAZE (JAP)

Sammy Corp, 8 Mbit

1 or 2 players

An awkward game that's nowhere near
as good as its contemporaries (in this
case Sreet Figider f and Sonma T/,
Graphica are okay, the soumd’s

okay, it plays okay and there's a
reasonable range of moves, but e
i conidd do mech better. Ag
BATTLE GRAND PRIX (JAF)
Maxat, B Mbit

1 os 2 players

Remember Super Sprnt, the coln-op?
Well. imagine a version of it (ie an
overhead view driving game) where vou
can only see a liny area ol the track
around your car, and have to rely on
litthe signals to warn vou of comers. We
hacl a bit ol trowhde with this omne,
eventually comiing to the

canclusion that it's “challenging’
Laots ol habes imit, though. 10

S ia:

BIG RUM (JAP)
Jaleco, § Mt

1 player

Alter a promising front end, and a
couple of good tunes. the abysmal
graphics and virtually non-existent
game play make for what is surely the

worsd driving game an he

ayalem. (Mothing like the

ariginal coin-op. )

BILL LAIMBEER'S GOMBAT
BASKETBALL (UIS)

Hudson Soft. 4 Mbit

1 or 2 players

Criginally an Amiga game called
Funere Baskerball, this plededing

speedball clone |8 a surprisingly e
poor release from Hudson 3oft. S 20
BLAZEON (JAP/US)

Atlus, 8 hMbst

| player

Atarky horizomtal sorodler with anime-

atyle robots in It's kinda different, but
everything's so crsde and perky. That

makes this game crap = there are

S0 many better shoabs'emreups

o clinase [roa. % T

BOMBUZAL

Alternative name: Ka-Blodey (US)

Kemco, 4 Mbit

1 player

Yiour have to clear bombs from mazes of

tile=s by settimg off chain reactions,

without getting blown up yoursell = the

levels are well designed and Lake lols of

skill to megotiate, But (sigh) the

graphics are dreary, and, e
i0

strangely, it's horing o play

CAMELTRY (JAP)

Aftermative name: On The Ball {US)
Talto, & flbit

| player, 5P 52%

The iglea of & rotating Mode 7 maze with

a hall bouncing around it is a good one,
bnst Taites havent got e most nom il
The levels are (oo easy Lo
complebe, and once you've seen q
them all you won't returmn. LAl

CB WARS (JAP)

Banpresio, B Mbit

1 or 2 players

A strange anime-scroll-along-and-wack-
st iewithewhateverqou-can-ind-lype
of game. RPG elements and bots of

Japanese text render this a poor
chidee fr most pesople.
Impoasible 1o judge.

CHESSMASTER (US)

“Mindscape, 4 Mait

| or 2 plavers

I wowu're alter a chvess game you really
don't hinve much choice, This plays a
stromyg game: (we, er, think], but there's
revam bor improvement. 'S really
awlully presemed, and the tunes after
each move - pidiculous (dea 8s It |s - ane

maore {rritating than vou'd believs
possible, And check out that

amazig mem! Q
DARIUS TWIN (JAP/US)

Taifo, B Mbit

1 or 2 players

Laecking in leveks jor a Daries game - but
this isn't all el news. Good graphics,
reasonalde sound and mol bise much
slowdown for an early title make it &
reasonabde buy, though it's not
challenging enough in the first @
[ bevels

D FORCE (JAP/US)

Asmik, & Moit

1 player

An absolutely appalling shoot-'em-up
with mayhe the worst graphics, sound
andl playability on the SNES, Subtle use
of Mide T gives the ussless visuals &

RN B B R
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Tovely’ blocky appearance = ot one o

shiow off ko voir friends
!l_'?!

Direadiul soumd, too, Leave
well alone!

DINOSAURS (JAF)

+  Alternative name: Dino Gity (US)

Iram, B Mbit

1 player, SP1 BE%
(e ol Super Play's very favourite
platiorm games ever, this has barilliant
graphics, cute characters and plenty of
amusing moments. The snag [s,

Jit's miles oo casy Lo finish, But

we Jowee it all the same,

DIRTY CHALLENGER (JAP)
B Mint

| or I players

Yot another dire wrestling game. This
time it inchedes some very dublous
“grapples’ — vou could be

mistaken for thinking it was all &
b, wedl, clirty. 48

DRAGOM BALL Z (JAF)
Bandai, B Mbit + BB

1 player

The: erkginal Japanese Drogon Ball anime
gerles has appearsd on the B-bit
Fambcom (NES), but this new versbon is
thee first available for the Super
Famicom. Basically, an PG with

combat soemes and enough lapanese
text to scare away the most

persistent gamer. Extremely B-hit

in Ik too. Imposaibbe to judge. S A0
DRAGON'S LAIR (UK)

Elite. 4 Mbit

1 plager, SP1 2%

This hooks gorgeous, plays well and is
far better than the straight conversion
ol the coin=og that other machines have

siifiered. But the frustrating
difficulty bevel hides a game fot

as lengthy as it might have been, e

DRAKKHEN (JAF/US)

Kemco, & Mbit + BB

| player

Based on a French 16bit computer
RP{adventure, this has reasonable
gra,phir:{ bt an awlul combat sysbem.
Most people will find this a real bore -

ewen avid KPG [ans - but i you

are tempted, make sure you get

the LS verskon {obviouslyl) 10

EARTHLIGHT (JAP)

Hudson Soft, 8 Mbit + BE

1 player

Rased on a popular PU Engine game

called Necharss, this is an interplanetary

spae strategy alfair, but there's enough

Japanese in here to make |t ‘
R L

pretty tricky to work out. Avold
Imyppoasible to judge.

EXTRA INMNINGS [JAP/US)
Alernative name: Ganba League
Basaball (JAF)

Sony Imagesoft, 8 Mbit « BB

1 ar 2 players

Baseball's tricky to translate well tea
games machine, but this probably
makes the best job of i1, with cute
characters and slick action. If

—

you really must have a baseball L
game, then go for this one

F-1 EXHAUST HEAT (JAP)
Alternative names: F1 ROC (US),
Exhaust Heat {UK)

Ocean/Seta, B Mint + BB

1 player, SP2 69%

Your car looks a bit small, And you

don't get much warning of comers
coaming upe, S0 unbess you keep one eye
o the mags, you'll keep crashing, But at
Jeast you get a proper 30 view of

the track, Hardly a favourite, but Q
some people love it to bis. B,

FIMAL FANTASY Il (US)
Aternative name: Final Fantasy [V

[JAP)

Square, & Mbit + BB

| player

A strange cme this, a8 in Japan it's the
fourth in a very popalar series. This is
the first version o make it 1o the SNE3,
andl while it’s graphically basic, the

lovely misic and the involving

nature of the quest lilts it way

above |esser RPGs, a0
FINAL FIGHT {JAP/US/UK)
Capcom, & Mbit

1 player, 5P1 86%

The best walking-along-beating-people-
up game on the Super Nintenda. On the
plus side are its brilliant graphics
varied opposition and devastating
moves. On the minus side? It lacks a
two-player maxde, and theretore

tends 1o get a litthe dull in the .

long-term.

FINAL FIGHT GUY (JAP)
Capcom, & Mbit

1 player

A pointless new version whiere the best
character, Cody, gets the chop, and Guy
replaces him. A poor game-musk:
[ is included. The game is
slightly easier than the original

FIRE DODGEBALL (JAP)

Sunsoft, & Mbit

1 or 2 players

A cute, anime version of a very weird

gamee (see S0 Dodgeball for details). The

graphics are pretry good, but the game

itsell is a bit too simple to be

particularly rewarding. The

Jengthy intro sequences before

each game don't help, either. 10

F-ZERD (JAP/US/UK)

Nintendo, 4 Mbit + BB

1 player, 5P1 86%

The definitive Mode 7 racing game,

el fast and dead smooth. And dead

desdly too, if you don't watch out for

the viclous computer-controlbed hover

cars. Bland scenery and an unlikely

juturistic setting are widortunate, but

it's bath a decent game and an

impressive demonstration of '
C -

just what the SNES can dao.

\;-_ﬁ__/

GEORGE FOREMAN'S RO
BOXING (US)

Aeclaim, 8 Mbit

1 ar 2 players SP2 18%

Boxing games are invariably
awhul = bt this awiul®

! 4
GOLDEM FIGHTER (JAP)

Culture Brain, 12 Mbit

1 or 2 players, 5P1 42%

A very ropy Stree Fighter I ‘tribute’. The
graphics are rubbish, the gameplay's
rulshish, the sound’s rutdssh...
This ks one to aveid i you can
possibly help it Al

GPY CYBER FORMULA (JAF)
Alternative narme: Cyberspin (LIS)
Takara, 8 Mbit

1 player

Another topview scroller, and another
case of ylkes-was-that-s-comes? But this

time, for & change. we've gol ankme
characters racing in anime cars.
And really smooth scrolling.

Other than that = average

1 player

cart, this is one to check out. It's an
parly tithe, s0 slow-down is a probilem -
It rather scwppers the olherwise

besutiful graphbcs and powerful
sound, Still, it's more impressive .
and playalile than Super 8-Type

GUNDAM F-81 (JAP)
Bandai, & Mbit « BE

A huge selling (in Japan) arcade;
strategy game, with Japanese text. 5til

pilyabile if you are willing to
persevere, but this is essentially '
one for real robot fans enly.

HAT TRICK HERO (JAP)

il's rather too easy in one-player mode =
you'll need to play a chum to

have any fun. Oh, amd It's not as
goaxd a% Super Soccer. ¥

Alternative name: Super Soccer

GRADIUS Il (JAP/US)

Konami, 4 Mbit

1 player

Similar to the coln-op and
astonishingly = all packed oo & 4 meg

Champ (U5}
Taito, 4 Mbit
1 ar 2 players

INDEPEMDENT SUPER NINTE

redictable? Us? Super
Mario Kart roars into
first place in our poll of

poles. (As in ‘pole’ position -

geddit?) To be honest, it
doesn't really have any
serious competition at the
moment - F-Zero is
technically impressive and
fun, but lacks the character
and depth of Mario, while
the rest are miles behind.
Look to Human's Grand Prix
to change all that though...

A slick conversion of the coin-op
Foomtall Champ. It's incredibly fast, but

HOLE-IN-DME GOLF (JAP/US)
HAL, & Misit

1 to 4 players

A ladrky old game, but still one of the
bt gol sims available — what it lacks in

SUPER MARID KART (33%)

What can we say? Brilliantly
imaginative racing action, a weird (but
brilliant) head-to-head duel game, and
lots of brilliant characters. Brilliant!

T

F-ZERO (B6%)

Technically very impressive - how
many people bought a SNES based on
the look of this alone? - and playable
futuristic driving game. Great fun.

SUPER F1 CIRCUS (83 %)
The best of the overhead-view crop,
with enough detail, and good enough

see-where-you're-going problems.

car handling, to make up for the can't-

TOP GEAR {T6%)

The nearest thing to the Lofus games
an the SNES - about as [ast as you
could get on the Super NES, though
better graphics would be a help.

F-1 EXHAUST HEAT (69%)
Slightly empty looking, but fast,
effective and playable, Formula 1-
based game. We expect to see much
better out soon though.




technical ingemuity, it makes up for in
simple pick-up-and-play user
friendliness, The overhesd view used
isnt mnwch like plaving the real game,

bt nice Mode 7 course
Introglyctions help = as does
turnimg the miusse off! A,

HOME ALONE {JAF/US/UK)
THIO, 4 Mbs

11 e ez

A thoroughly dire attempt 1o cash in on
the success of the movie. Hopeless
graphics amid sound do nothing to
rescue the banal gameplay [rom
the claws of drudgery and
tedium. A waste of money.

HOOK (JAP/US)

Sony Imagasoft, 8 Mbit

11 i b, P T
Slow-moving, but otherwise an
attractive platformer that thes in with
the fitm quite neatly. 1's 2 bt
easy to fnish, though, so i1 be
iy, &r, Peler Fan.

HYPERZOMNE (JAP/US)
Hal, 8§ Mbit

1] pritewen

Avery poor 1D space shoot-em-up

using Mode 7, but with nothing else to
recommend it, Tedium City is

your only destinatbon when -
you've started this one up LAD

JACK NICKLAUS GOLF (US)
Tradewest, 4 Mhbit

4 players

Fans of golf games that present things
fromm just behind the player will like the
Ik o thiss, bt the paindudly slow way it
draws the screen bedore each shot, not
o memion the could-be-better power
meder, help muck everything up.
Mo ane of our favourites, But i
will fimd its fans.

JERRY BOY (JAP)
A\l e SRt (HDE
Sony Imapesatt, 8 Mbit
[y et
A rumalthe-mill platiorm game with

anly its blob-shaped hero to

cistinguish it from the crowd -

Very average. ETY

JOE AND MAC [JAP/US/UK)
Data East/Elite, B Mbit

e 2 planmes, A TR
A good comversion of the original
arcacle machine, with a few bits missing,
and a lew more Lagged on. Graphically
s nice and colourfl, but the tunes
don't vary and the gameplay becomes
wery repetitive far too soon. Mol
mch |:-fr|1a:||||.-.||“r here, bt .
younger players should enjoy it. 53

JOHN MADDEN FOOTBALL
{JAP/ LIS)

Electronic Arts, 4 Mbit

1 e

What was & brilliant game on the Mega
Dirive and Ambga simply doesn't cut the
mustard on the SNES. The programmers
weren't equipped to comvert i, as can

b seen i the ufindpiring graphics. s
said that the otficial UK release
(called Johr Madden 23) - will “
make amencds, " AD

KINGS QUEST V

Bronson, 8 Mbit + BB

1l ity

othing to do with the Slerra range of
camputer sdventures, this recemt

acldition to an inexplicably popular
range of Zeddo-style FRPs books, to the
untrained British eye at keast, like & big
plbe of steaming nob. I you spesk
Japanese il might, of course, be

fah - bat we doubt it Impossible -
to judge A0

KING OF THE MONSTERS (JAP)
Takara, 8 Mbit

1L e 2 s

A fairly enjoyable Neo Geo game that
seems to have been clumsily comerted
to the SNES. [t's really too dull

and unimpresaive 1o gel even

ans of the original exited T

KOSHIYEN 2 (JAP)
KAC, 8 Mbit
it 2 i, ST THY
This would be the maost bog standard

basehall game excepd that it's
very weird and very lapanese,
Mot bad, cverall,

KRUSTY'S SUPER FUN HOUSE
(US/UK)
Acclaim, 8 Mt

b S TR
A curious blend of pie-throwing, puzzle-
solving and platform actbon make this a
relreshing challenge. Graphics and
sound are reasonabde, but it's the
exceflently paced gameplay thal makes
the game. Passwords should be
given more regularly to reduce .
repetition though

LAGOON [JAP/US)
Kemcao, B Mbit + BB

el
This is a fairly imvolving game, taking
some clements from the fekie series,
hat forgetting a ot of the more
impartant ones - including & map,
which can prove extremedy Irritating in
certain areas, However, the graphics
and sound are pleasant enough = Lis s
worth considering, but only after
yoiul've played Zelde, Final .
Favbmsy [ and Soedf Hicder, T

LAST FIGHTER TWIN (JAP)
Banpresto, 8 Mbit

ar 2! [l e,
Super Deformer robots in a side-on
beeail-"emeugs, Mice graphically and
sonically, but a Bmited game all .
the same. For S0 fans anky T

LEGEND OF THE MYSTICAL
HIMJA (U5)
A D e rTemTTEE: .
Konami, B Nbit

2 Ly
Ome of the best games for the system,
mitxing RPG adwventurestyle wandering
with sklean platlorm action Womd erful
awriental music, besutifully drawn
graphics and an addictive challenge
Thaugh the Japanese version is
{airhy accessibie, buy the LS car .-
for gt the best value from this.

NTY

e X S

LA

LEMMINGS [JAP/US/UK)
Sunsoft, 8 Mbit

o 2 e T S
Thiz ome's been a huge hit on every
format it's besen released an. H fakes &
while to get to grips with, true, bt
Lemurrings i one of the most original,
ingenkous and downright abdictive
games ever. Fach level has a password,
anel there are loads of them (more than,
jor example, the Amiga version).
A hit ul'a:.‘u'lrrn'r.l“fu_'rl.n'm.lrhh". 403
yoa've really got 1o buy this 1)

MAGICAL GUY ADVENTURE
(JAP)

Bandai, 4 Mbit

11 by

A jolly Bitthe platform game that

combines wacky Japanese umour with
cutsy sprites and backdrops. Hardly in
the class of Super Mans World

bait modesately entertaining .
nevertheless, A

MAGIC SWORD (JAPUS)
Capcom, B Mbit

11 i lnyseeer

Capeom's first disappointing release,
though not 8o surprising when you
conslder how bad the original arcade
game was, Instead of giving the
wonversion Ehe LY Sjuadeoa Lreatmedit
andl improving the gameplay fior the
SNES werslon, the programmers have
simply translated the original. And they
teven't even done that very well - this
is a bodge job on the whole, with
milxed quality graphics and
terribde slow-dawn

MARID PAINT (JAPUS)
Nintendo, 8 Mbit + BB

1" bl

A palnting and music package that's
||:~a.||:.-' onty for voungsters, It's very
basic {onky 16 colowrs? On a system
with thousands™) and once Yo e
drawn something, what do vou do with
It it's free with the Mindendo
s e = bl wiail until that's on .
ahle separately. CET}

METAL JACKET (JAP)
Allus, 8 Mbit

byt
A horribde experience. Atlus aren’t
doing themselves any lavours
attempting a platiorm game = a genre
where you have 1o be really good to
stand out. This ks an E-SWAT
clome with stilted anbmation, .
dire soumd and inept gameplay. A

MUSYR (JAP)
Datam, & Mbit

11 [y

(e of the worst Super Famicom games
ever - though it's up against stifi
competition, Imitialky, the nicely shaded
Backelrops give it ihe ook of a Vinjo
Spinit chone, but when youw see
youar hero mince along and
twiddle his stick, it palls.

NOLAN RYAN'S BASEBALL [(US)
anmr 4 Wit

1ol b
_I|,|_'=.| mslu k as Exfrar Inreimgs, bat
without the cote characters, and
it's slightly trickier to control.
Still, not & bad game overall

OTHELLD WORLD {JAP)

Tsukuda, 8 Mbit

| o 2 e

Plays a strong game af Onbedio (il vou

el it 1o ‘difficult’), looks good, and has
some cute touches. But why woukd
anyone want to spend 5S40 on a

cartridge that plays (elo? Fine

lar brushing up your technbque, .
but otherwise very sad indeed. A8,

QUT OF THIS WORLD (US)
b TR TH T TR L ]
Interplay, & Mbit

11 ey, ] FRLES

The graphics on this one are absolstehy
superh - playing it is just ke watching a
filar. The &ction i varled), and there ara

T

lots of greal cinema-style close-up

sheots, but in the end there isnt

really enough there to make it a .
rlassic 10

PAPER BOY 2 (US)

Mindscape, 4 Mbit

1 e i, P R

I thiss g@amse yiow'ne i rews[aa s
delivery boy (or !:l||: and the ohject is
to cycle along, or, delivering
mewspapers, There are some obstacles
b avoidd, things to hit with papers jor
bonus palnts. and that's about it

It's hoeribly boring, and really .
can't be recommended T

PARODDIUS (JAP)
Kanami, & Mbit

11 ol ey
An absodutely brilliam comversion of the
coin-op, and one that easlly ranks as the
best of Konami's recent string of
classics for the SNES, Superbly cobaurtul
sprites, a hilarious sense of the bizaree,
and some excellent musical
compasitlons are just the kcing
on the cake. Hugely enjoyahle
(though a Ftthe easy to finish).

PEBBLE BEACH GOLF LINKS
[JAPIUS)

T&E Soft, 3 Mbit + BB

1 b el iy

The third addition to the 30 golf series,
and unsurprisingly very similar to the

others, Accurade down 1o the
waves o6 L beach, bul the
i mvie music is laughabde,

PGA TOUR GOLF {JAP/US) .
Electronic Arts, 4 Mbil

o e
Slick presentation (so-called experts
talking you through the holesgete), bt
it masks the fact that this is a Gairly poor
SNES conversion ol an otherwise
excellent sports game. Un other
systems FEA Tour |s the golf slm, bt
here EA's lack of SNES expertise
seuppers things. Sll, you eould .
el wiorse,

PHALLAMY {JAP/US)
Kamco, § Mbit

T
Horizontally serolling shoot-'em-ops are
two a penny on the Super Mintendo, and
a new contender really has to do
something didferent to stand out, This
o has some decent graphics and
challenging gameplay, but
at the end of the day is pretty .
forgettabde. YT

PILOTWINGS (JAF/US/UK)
Mintendo, 4 Mbit

AR

11 et
SNESowming aviation fans aren exactly
spailt lor choiee at the moment, but this
should be enough to, er, spim their
propellers for oW it boasts & huge
rangs of llying machines (from
parachutes to helicopters), and super-

smoodh M graphics, and there's
even a decent game rattling .
around in there, Loo, y ;

PIPEDREAM {JAP)
Bullet-Proof, 4 Mbit
it 27 g, SHT S
Awell urmed-out puzzle game where
you'vie god to link difierent shapexd bits

af plpe together. Clcay, bud it
gets baring withow ever being

exciting to start with

PITFIGHTER (LI3)
THAQ, 4 Mbit

T [

Anutterly appalling conversion of a
popular coln-op. Dire graphics
and tearjerking gameplay ane
the main culprits. The pits,

POPULOUS (JAP/UK/UK)
Imagineer, 4 Mbit + BB

T iy, P SHRY

The original Japanese version of a
classic LK game that puts you in the
shioes of God Almighty himsedl. A
smashing game, thowgh it can get
frustrating (and quite boring)
eventually.

PRIMCE OF PERSIA (JAF)
NCS, 8 Mbit

1 ey

A superh corversion of the computer
clagsic with new graphics, & brillkant
intro and & fab Lawrence OF Arrhiz-style
soundtrack. Not an easy game lu.lt the:
password system allows
progression withou oo much
troahle, A classic,

PRO SOCCER [JAP)
e rveErvveE: Wbipnl i ey e
S

Imaginesar, 4 Mbit + BB

11 e 22 e b

A really shaky conversion of Kick Cf,

t's much more

fun with a

friend! (And so's
playing games, ho
ho.) Two player
games are about
the best fun there
is, but - oh no! -
Mario Kart takes
the top slot again!

=

LA

a0,/

RAMPART (Tt0)

Crap graphics, but fast
pace and high fun
factor, A must buy.




nd there's
tling

Kick (B imstead

¢ game where

ent shaped bits |,
bt it
T el

wersion of &

with crude graphics and
hopeless gameplay. Buy Super

RAIDEN TRAD (JAP/US)

A greal game an the PC Engine and

aphiics

1y Are . Tosi, 8 Mbit
its, T 1 var 2 g
I"". 'UK)

Mega Drive, perhaps, but a tragically
show affair on the SNES and not

recommended. it should heve been

srsicn of &
L& oLk in ¢hwe

duch a good game -
the programmers were boo

satfly it seems that

{Well, apart [rom the greal 30 hit,) But a

imself A inexperienced on the machine

it ear get . b ela the jish praperiy

ring)

¢ - RAMPART (US)
B Electronic Arts, 4 Mbit

{JAP) 1 e 2 el s, SR TR
50 primitivedooking you in -1|a||}'
wonder why it was allowed to live,

hee comguater

5, a brilliant 1# minutes playing revesl & game

0f Arabia-style that's actually brilliant fun, and

2anm:, bt the
Mario K,

mikich
20

1 v 22 e,

which expiains it

but on the whole
look at and play.

Jabsca, B Mbit

two-playver mode almost rivals

RANMA 1,2 |JAP)
NS Masiya, 8 Mbit

A neat cne-on-one beat-'em-up with
some very odd anime characters (wha
change sex when they get wet, and
sometimes inlo giant pandas - don't
worTy, there's a lapanese TV series

characters can be a problem

A

all). Mismatching of

A

it's great to

RIVAL TURF [JAP/US/UK)

action, including a Sreat Fighter fatyle
hiead-tohead mode. Which one
do you go for? Um, well there's
Always Turfles...

KUNID KEM |JAP) 1
Technos, 8 Mbit

11 i 22 g

An odd mix of tlra[-'rru-up ancl
adventure game. W had kos of Tun with
it in the office, beating people aboul the
hesd with pillows and suifcases, but we
didn't have a clue whal was going on as
it's all in Japanese. You might be able to
suss it out, but it got a hukewarm
reception even in Japan.
Impossible to judge

THE ROCKETEER [JAP/US)
1G5, B Mbit

I pllagpiee

A

Lowvely graphics, bu that's about it It
vonsists of watching a string of mini
games in which you don't really get

mch say = it's just luck i you
proceed from one game bo the
next, Sl

ROBOCOP 3 (US/UK)

(Dicean, & Mbit

11 e, S

It's got a neat ‘Robocop’ fesd, but
gameplay-wise this is :r-.n:-r:-l}' waniing,
It's drustratingly difficult, and
perseverance B rewardsd by an
unimaginative shooter with little
connection with the Glm. For .

true, erm, Coppies’ only.

io

ROGER CLEMENS' MVP
BASEBALL (US)

.l’.[:l:lairn 8 Mbit

1 o 2 el s, S MR

LS
as fits oppomen
badldies and ro
makn qualms -
of Kick (NF

9%

cs, but fast
th fun

st buy,

Fimal Fight's main rival. Not as together’

ore repetitive

wgher animaiion are the
bat it has the enormous
advantage of simultaneous two-player

PLA‘I"

how utterly fab this is,

SUPER TENNIS {92°%)

Excellent one-on-one tennis sim, and
probably the best of the initial batch
of games released with the UK SNES.

SUPER MARID KART (93°)
We've sald It all elsewhere. Just try
playing this with & mate, then you'll see

b, R T

HJSFIHJI games I|IJ|'I I comme much better
presedited than this. Fab animation and
action viewed through different
camera anghes makes this
thoroughly enjovable

A

" corners, and it uses flickery

ROMANCE OF THE THREE
KINGDOMS Il [JAP/US)
Koed, 8 Mbit + BB

THLY pyibugpeeres

If you've got lots of Irends() this is at
least sociable, Loads of interlocking
ancient Chinese kingdoms make
alliances, split i, then make other
alllances, lots of peaple (presumahly)
et i, and we Can'l make sense of
amy of it The recently-become-availahle
LS version reveals a fairly simple little
pame under all the maps and
tesct-bomes, but still mot
recomimended.

RPM RACING (JAP/US)
Interplay, 4 Mb# + BB

11 oo 2 g

RFM stancls, in this case, for Radical
Psycho Machines, ie those ridiculows
trucks with big tyres that fascinate the
Americans. The scrolling's rough, you
nessd cClairvoyant powers bo anticipate

interlace graphics to no
aobviows ellect. But o] fum,

SD DODGEBALL [JAP)
Elanurmu & Mhit + BR

11 vy ¥ i e

Based on an Imaginary [we hopes) sport
which invohves knocking cut members
of the opposing team by throwing the
ball at them, this & bt one of a series of
Dodgeball games (Fire Dodgebal?

being another) and probably .

the warst.

W i

SD GREAT BATTLE (JAP)
Banpresto, & Mbit

11 el bty

Japan's hugely popular Super Deformer
seried has spawned a lot of Super
Famicom spin-alf games, and they sell
well, no matter how cruddy they might
be! This was the first o emerge, aml
really isn't anything to get exeited

zr TOPS

2-PLAYER GAMES

STREET FIGHTER 11 {94%)
Many people will rate it above Mario
Kart, but we know which one's
wasted most time in this office...

SUPER SMASH TV (84%)

No head-to-head, but wiping out the
bad guys together proves almaost as
much fun.

about, being A crusty ald arcade
achenture with ledious game-
play. You have been warned!

al GUNDAM [JAP)
Bandai. & Mbit + BB
gilwmany
Again we bead off to Japanese RPG-lanc,
this variant starring a ‘Super Delormed’
(e sqquished and cutifed ) version of
Gandam, the mast popular ‘mecha’
rabud character In Japan. The format is
traditional Japanese RPG, but the
Crappy graphics anc sound and
use of Japanese texd make it
unplayable. Impassible o judge. *. 10

SIM CITY (JAP/US/UK)

Man A r1|.ud-:| 4 Mbit + BB
1 ey, %

H||||r| e

“ALD

-[}v-m dreams. then

bring it b its knees! The SNES versbon of
this alHime great is probably the best
et (even more userdriendly) although

it hardly pushes the maching to
its Himits. Extremely addictive,
at least in the short-term,

A,

P

SIM EARTH (JAP)
Imagin=er, & Mbit « BB

11 el Lopseer

A folkew-an from Sim City that
unfortunately tries to bite off more than
it can chew. You're hasically put in
charge al the entire planet, which would
he horrendois enough in itself, but
wien the whole game's in
Japanese... er, nothanks.
Imnpuassitides to judpe

hw

e

TP

W T

T 7 ...,..M.
o LN
TR TR s B ]

SONIC BLAST MAN (JAP)
Taito, 8 Mbit

I
Aserolling beat-'em-up with & niftier
central character than most = he's a
supserhero with a deadly line in
pumches, [t's a beat-'em-up
et eless, though, and
conaeuently gets pretty dull,

SOUL BLAZER | [US)
Ateemriioe itk S S (0
Enix, & Mbit + BB

b i
Slick, urauhlte.ll:r gorgesus and not
entirely unlike Sedd (e an RPG,
lapanese-siyvle). Svaid Soul
Aiwder, the Japanese version
{umless you're Japanese)

SPACE FOOTBALL [US)
.-l"l?!lrlll.rlltf: T S Lt

wakH

Tritfix. 4 Mbit

1 by

I woan'we played Salftdazer on the
Commadore 64 before, that's probalbly
Ll lise=sE b this = fpathall, |:||a;m-r
beetwieen twio ‘things” on a East, 30
sorolling pitch. It's an kdea that provides
lots ol thrilks in the short-term, but it

'l really enough to justify .

aplashirg out this much oot on
TR

A

this game,

SPANKY'S OUEST (JAP/US)
Matsume, 4 Mbit

L 2 el liswies

A monkey called Spanky? Bouncing
bubibdes? You just wander round bots o
similar-docking screens, killing
badldies (with the hubhles) and
collecting keys. Boring.

SPINDIZZY WORLDS
(JAP/US/UK)

Ascii, B Mbit

1 pikpunr HAFTEHIE

Spindézzy's sparkle seems to have
dulled a litthe since its heyday on the
Spectrum, partly thanks to ihe game's
shift of emphasis from
exploration to puzzle solving. A
el ltthe thing all the same.

STREET FIGHTER 1l
[JAP/US/UK)
Capcom, 16 Mbit

a2 el SPY 403
Don't bellevs the e = Kot Fighter [f
is rubhbish’ Just kidding. This is the
jame that's selling SNES' by the bucket
load. It's ‘streets’ ahead of other beat-
‘em-ups, and a pearperlect caonversian
of the unbellevably popular eodn-
ofr. A must buy, thowgh very
expensive on official release.

STRIKE GUNNER (JAPTUS)
Alﬂena B Mhit

A0

)

air X pilmers
Another average vertical Master, with
poor and unvaried backdrops, but
reasanable sprites and some nice
explosions. A dull game that only gets
imteresting in two-player mode when

hath ships can Enk together for
MELE F:l’l.'[.'u.rrt;"r - el efniggh to
recommend i, though.

2

(JAPUS/UK)-
Hudson Soft, § Mbit
11 oo, SIS T
Simplistic, Wanderboystyle gameplay
abounds in this third instalment of the
series made popular on the NES. Aside
tram the ugly Master Higgins, the
colourful hill.'HHrlJl.ll'ﬁhi and impressive
Yuzo Koshire dance tunes make= this an
attractive game. However, infinite
continues mean this i a short-
lived experience,

SUPER ALESTE (JAP)
M besrnigtfias: e S g
I I '.
Taho/Compile, & Mbit
H B

This was the first evidence that the
SMES eould handle a manieally busy
f.um'mf--slg.l-.—- shooder with ease — and
then some. Incredible sprite handling
(coupled with Mode 7 in places) and
abgolutely no slow-down mean it's mors
& techinical achievement than
particularty well designed, and it's a bit

weapM-crary = and hence

unchallenging lor same, Rut
R L

SUFPER ADVENTURE ISLAND
|

hawing sabd that, it's an excedlent
by armyway

SUPER BASEBALL SIMULATOR
1,000 é..l.l“ul'I {TE}]

Culture Brain, 4 Mnn

11 v 22 e e

Anather middling baseball game, The
pitching and batting are both quite
goodd, but the fieklers are a bit unco-
operative and the graphics

serappy, with lots of superfluous

Mode T whizzing-in-and-out, K% T

(D)
w
g
L2
5.
S




ISSUE 3)

vl TOP S

SW-SN'g IN-GAME MUSIC

ame music fans unite!

When our Jason goes

home at night he likes to
curl up with a nice game music
CD. After all, the Super NES is
a bit special in the sound
department, with some of the
tunes verging on the listenable
in their own right. Here're our
Top 5 in-game tunes - next
month we’'ll have a feature on
game music CDs in Japan!

ACTRAISER (90%)

Very orchestral, but not enough variety -
the tunes are quite repetitive. The score
is by top game musician Yuzo Koshiro.

I:.c:ads of Ilulés a.nrl :‘Jl:‘:lLll:rIE hases =
atmaospheric, haunting medieval stuff
It's g0t the best end-ol-game tune ever.

L - D - DY ATy O iy A O O

LEGEND OF THE MYSTICAL NIH.JA SUPER PROBOTECTOR (90%,) GRADILS
Another top Konami soundtrack. It's Sounds just like a war flm. An incredibly A selection of punchy, arcade-style
packed with very catchy oriental style impressive score, and it works shoot-'em-up tunes - not spectacular,
tunes, and they're lots of them too. particularly well in context of the game. bait they add a lot to the game.
SUPER BASES L..IF'.JEL- [LE) SUPER BOWLING (JAP/US) SUPER CUP 30CCER (JAF SUPER F1 GRAND PRIX (JAF) game ever, and guite possibly the best
£ Super Professiona Athena, 4 Mhit Jale Video Fi-,r-'.r?:l'r‘ Co, & Mbit « BB amie ever, [b's perfect

I'II||||||||

! players, 5P1 4R 1 playe
by SN’} enou g g to A Soccer? Mot really, Th \-.|II|||'.\I||I| wilh

L & whide gaime L

1 itself out withn

tle= ancl & o, Bt th il amyone That's a shame, |
3 inuch mre bun. A . ||I-|I-llk|f'rm|l-||l-mq

|x||| writh LK machines is

e popular Amiga
£ the same
without the redease ir I.||||..~.r'.
That

ui |:-=' a5 all the ather

15 a1 Ehwe Supser inreans e el o see e ol Ui lack GUrCn MAMIO WOnLD
| the graphics are ‘ much cheaper.) 16 rules-wi and there are 10 oa-screen, and henoe slight I:JFLP.‘JS.'IJH ¥
erky nice graphical towches i0 warning of corners coming up, Nintenda, 4 Mhbit « BB
Lk ok musch, s & mstber of “ | player, SP2 M

'.'”[H ]U”HQHD' (JAP) taste, anc very difficult, io What muore

atwve name: NCAA Baskeath: $ game? On th
hackgrounds
apart from
dream e

n we sy about this huge

s, L

Itiwe, but

rplayer’s

o 1 wiard e spend
very secret hit.

| 15 M) graghics — the pitct
apins around and sooms in

tows, Al it iy
basketball. A lit
perhaps, and a

SUPER CASTLEVANIA |
SUPER BASES LOADED Il (US) {JAP/US/UK

Alternative name: Super Professional Konami, 8 Mbit
Baseball Il { JAP) Hayer, 5F1 91 AUPER FIRE PRO WHESTLING
Jd|l."'LI B Ml 1 'I.I| ige, sprawling sequel (o Uhe NES (JAP)
VTS Alte Human, & Mbit
F imariby and uncannidy o] '] B r 2 players
L] i Sy Bases Loaded 1, ‘ Mure action is needed, but superh r as smartdooking as WWEF,

e challensing 4

(e alaiwe. ) L0 parallax and im bile senmcl
Eracks generale tmsphers

-ClL”E F' El,ll| -| E TANK | |_|:'_-,| appne iaked by serlous. 2ameErs.

.l"lhbl'lll,lr" 4 Wbt

Oikary, if you can SUPER NINJA (JAP)
| visusals and “ Koei, 12 Mbit + BB
friend. ) 1 player
. ! Your'd never know this was 12 meg - [§
T -i :!':| R |1H|".||. S 'N' GHDSTS has all the flat colours, simple graphics
1y, horizontally scrodling elfon JAP/US/UK) and laughable animation of an early NES
c-ﬁr_ll;l'_ll'l' -a ”..,'III .NII 2, It uses the same overhead view
player, 572 85

Ol gels

] | War tank
game, [t lnoks a kot more Bvely than the
wiresframe graphics of the ariginal, and
e |I| ris some good explodbons and

1 bink sexqquences, but,
frankly, it's still pretty -

SUPEF JAP
.ﬁlec’ EHI:u

& N hens

H.Ill '1|||||||

fui gamepday, Simi ka et al, bt hein e
Isiring 10 based on, EOFT ! er Sequed, uniguee 1o the SNES. I's [ - ciistible 1o g Samse ‘
backdrops and sprites. But II e gt some tab graphica (with a boss. ) Imposaible 1o judge. 10
3“""" BIRDIE "“lﬁH _|r"|‘I s |8 bilansd .-_|||,|\|||u.-|||al| . diown ) aned mice tunes, bt it's very
Data Easi, B Mbit + BB spails the action R T tough = and, as it lacks battery back-up SUPER OFF ROAD (JAP/US)
I ar 2 players or passwords, it can aide West, 4 Mbit
This one's & cule cartonny-looking goll HINESE WORLD (JAP) SUPER F1 CIRCUS .::'.'"': frustrating. The huge levels onky ‘ 1 or 2 plavers.
a features some very nicely Cultwre Brain, & M:l1 t5u, ?5 -"."IL‘II + BB have a few restart points, too, 10 A varkation on Suwer Sorimd, but we're
11 fairways and greens = ncdesd, 1 player allowe to see the whobe track at onoe
there’s niot much wrong with it. A sequel Lo the popalar Shit Famicom SUPER MARID KART (JAP/US) iphew]). We're racing monster (rucks
However, this isn't as playable as Hode- game Lifile Nimyr Bros, Tt i I = Nll'l[i:l'ltt 4 Moit + BF_'- with a 3{Ish) perspective. The trucks
=L, thousth it has the viewpaint changes at r v , with a good “driving | or k players, 3P1 % Inok grest bouncing round the
atlvaniage over it of nol being - intervals for combat. Cuatish bt fieel’ anwd plenty of u|_.|||_. 18 b - It's... It's... words fall us. The best cowrse, and in the short-term It's
quite so dry in presemtation i0 rather Bbit. Impossible to udge. T35 cater for the longterm player. rT driving game ever, the best two-player good fun. Great mock soundirack. S an




SUPER PANG (JAP)

Alternative name: Super Buster Bros
(US)

Capocom, 4 Mbit

1 player, SP1 TZ%

The arcade ariginal was a lanlastic
game, it one that allowed two peogple
1o play at once, This is a geod
comverslon, with smarn graphics and

phenty of speed, but .

This is probably the closest you'll get (o
real, proper footy on the SNES at the
moment. Impressive 3D graphics, amd
jolty good fun to play. But it doesn't
really leel much like ioothall as such,
perhaps because the rubes have been
miessed around a bit, We're still

waiting for the Super Nintendo's ‘

equivabent of Sensite Socrer. A0

unfortunately cnly ane can play
and that soon gets boring

SUPER TEMNIS (JAP/US/UK)
Tonkin House, 4 Mbit

] or 2 players, SP1 52%

Cimve of the best tennis games on any
machine (and only rivalled by two fab
tennis games on the PC Engine). The
range of shots available is amazing, and
they all behave realistically and are
eagy to access. It's not all sinply
hashing a ball backwards and lorsards,
pither - there's a comprehensive
line-up of tournaments and
things to enter, too, Brilllant

SUPER PLAY ACTION
FOOTBALL (US

B
+ BB

Mintando, Wb

| or 2 plavers, 5FL

4 . ;
waiting for. We I
fingers crossed for Madden %3

SUPER PROBOTECTOR (UK)

A0

LB

Altgrnative names a3 SUPER VALLIS (JAP)

(US)Can rits [ JAP Telanet, & Mboit

Konami, 8 Mo | player

1 or 2 players, 5F2 & conversion of the PC Engine CD ROM
This is currenthy the best plationm game, featuring the exploits of boas of

lapanese girly characters but absolutely
no excitement. It's just far too

contrived, boring and linear to .
beother with. A,

SUPER WAGAN ISLAND (JAF)
Mamcot, 8 Mbit

| player

Funny, with cute graphlcs and likeable
characters, this is a semi-arcade, semi-
texet-based sdventure for the younger
player — we 2ol & Ealr way into it without

understanding what was going .

shoot-"em-up aroamd. Super use
Mode 7 and an amaring Konsmi sound-
track put this in tk |
league, Brillian vt
actlon makes it

easential st

on. (It's all in Japanesel)
Imipossible to judge.

SUPER R-TYPE (JAP/US/UK)
Irem, 8 Mt

1 player, 5P1 72

of the: best gr
this one of the b
around. Moi perfect
scrolling, terrible show-down and oo

thanics ¢

parts of the coi
surprisingly. n =
game - on which IE's based

SUPER SHANGHAI (JAP
Hot B, & Mbit

1 plaver

It's hard to see what's ‘suf
other than & show-offy ir and the
ol silly sound effect, but as a version
ol Shanghal, the pucie game., it

SUPER WWF [JAP/US/UK)
Acclaim, & Mbit

1 ar 2 players, SP1 4%

Marvellous graphics, and enormous fun
to play - shortLerm. But, all the
different wrestlers behave exactly the
it it same. And there's i Wournament

system like on ather versions. either -
yiou win or bose a fight and that's it, The
upeshiot of all this is that WWF

works. Relaxing and compulsive can't be wholeheartedly .
bt not worth the dosh 10 recommended FTE
SUPER SMASH TV (JAP/US/UK) SYLVALION (JAP)
Acclaim, 4 Mbit Toshiba EMI, B Mbit

1 or 2 players, 5F1 54

A translation of the ultra-vio
op, this is incredibiby good sho
un, Mo skow-cown, plenty of tough bits
and bags of sbdictihveness -
you'll keep coming back to it
Recommended

1 player

& peeculiar maze-based scroldling shosot-
"em-up where you guide a slithery
dragon down baddy-infested passages.
It looks a litthe tacky but is actually quite
goodl. Not much of a challenge,

theugh, and not & game vou're .
likely to restrn to. Al

SUPER SOCCER (US/UK)
Alternative name: Super Formation
Soccer [JAP)

Human/Nintendo, 4Mbit

1 or 2 players, SP1 33%

TECMO TEAM SOCCER (JAP)
Tecmo, 8 Mbit +B8

1 or I players

Yikes! A Super Famicom foothall

management game! And it's all In
Japanese! There are some dynamic
match highlights, bt unless you can
read Japanese and have the
patience of a elephant, stay away

from this. Impossible to judge. a8/
THUNDER SPIRITS (JAP/US)
Toshiba EMI, B Mbit

1 planyer

& conversion of the well respected
Mega Drive game Thundenforee 3, but it
unlortunately isn't anywhere near as
good on the SNES. Guess why? Yep,
show-clown speoils the action! Everything
else is very similar to the MD game = ie
e eflort has been made to use any of
the special leatures that the
SMNES can ofler - which results in
rather a missed opportunity

srone

TKD BOXING (US)

Championship Boxing (JAP)

Sofel, 4 Mbit

Boxing games are very difficult to pull

off, and this is the kind of thing that

presented, but the gameplay is

ridiculoushy simplistic and gets ’
28

TOP GEAR (US/UK)

Altarnative name: Top Racer [JAP)

1 or 2 players

S fast il make your eyves go squilfy

a0 bwo players can compete = just a8

wall, as it's dull as a one-player game.

software howse Gremlin, so fans of their

Lotus games will be on familiar ground

graphics or elshorate trackeide

detall, just bods of driving fun

» Atarnative name: Workd
| or Z players
vends to happen as a result, I's well
baring qulckly. Stees clear.
Kemco, 4 Mbit
The screen is divided down the midedle
The game was developed by Shedleld
here. Mo smooth Mode 7 .

TURTLES IV: TURTLES IN TIME
JAP/US/UK)
onami, B Mot
1 or 2 players
The Turtles themselves might long
simce have handed over thedr cult stalus
o whatever the current craze |s. but
that doesn't alter the fact thid this Is a
very good beat-'em-up. Superb graphics.
some remarkably clever
characterisation, frantic gameplay, and
a terrific assoriment of different levels
means plenty of hun. On the downside, it
doesn'l take long to become
repetitive, and takes only sllghtlg.-.
langer to finish ]

ULTIMATE FOOTBALL (JAP)
Sammy, & Mt

1 or 2 players

American foothall - what a ridiculous
spsrt, eh? Still, that needn't prevent

[ errate Foorhm!l from being a decent
game. The problem is that this ks so
limilted in both scope and technical

merit that it can't really be
recommended to anyone except
real ooty fans. A

ULTRAMAN (JAP/US/UK)

Bandai, 8 Mbit

| player

At first it's laughable: a ridiculous-
looking giant superhero beating up
momsters that are every inch like people
dressad up in rubber suita. But then you
realise that's how it's actually meant to
be. This is based on those dreadiul
Japanese disaster movies you
occasionally see on Channel 4.
Laughable,

UN SOUADRON (US/UK)
Alternative name: Araa B8 (JAP)
Capcom, B Mbit

| player, $F1 91%

Brilliantly designed pseudo-conversion
of the coln-op, and still cne of the best
games on the machine, Although it
slows down in places, the action ks still
exclting, Sonically average, bt
graphically superh, and a Swper .
Fay favourite. 4 T

acrir BT Ry T T r L
T b R e

WAIALAE COUNTRY CLUB
JAP/US)
& E Soft, 8 Mbit + BB

1 1o 4 players
The second of three goll games all using
the same programming and graphics
{the athers being Augusta Godf and
Pebile Beack) but all representing
different courses. Accurately
depicted amd probably the best .
pold series on the SNES by lar.

WHEEL OF FORTUNE (US)
Gametak, 4 Mbit

1to 2 players, 3F2 155

A massively tedious quiz-show
conversion that really shoubdn't have
hapened at all. A guest appearance by

Vanna White Is perhaps the only
reason we actually gave it amy ‘
marks al all S/

WINGS 11 (US)
Altarnative names: Sky Mission (JAF)
Blazing Skies [LIK)

Mamca, 4 Mbit

1 player, P2 T1%

Mot quite as impressive as the screen-
shaas (see Super Flay lssue ) make it
oul 10 be, but still an undendabdy
attractive and atmospheric Workd War |
game. It's also the only Super
Nintende flight sim where you .
can actually shoot things 5 !

XANDRA'S BIG ADVENTURE

(JAP)

Namcat, 8 Mbit
1 player, $P1 88%
An obscure platiorm game that cught to
he better known. It's got a great central
character, and the gameplay,
though a little patchy, is a
winnes.

XARDION (JAP/US)
Asmik, 8 Mbit + BB

1 player

From the makers of [} Force comes
another disaster! This tlme it's an £
SWAT clone - you cor wbroll & pobot that
must progress through different 2ones,
each with a guardian at the end. Sounds
reasonable so far, but the dreadiul
graphics, awbul sonics, and
pathetic gameplay and structure
ruin it completely,

YS Il {(JAP/US)

Tonkin House, 8 Mbit + BE
| player

Mot as good as the prequel (¥S Books 1
& 2y on the PC-Engine CD ROM, but still
a top quality RPG. Instead of an
overview of the landscape, you get a
scrolling side-on perspective, and
though it's not as big as the first
wis garmes, it's fun.

ZAN Il (JAP)

Walf Team, 3 Mbit + BB

1 player

A preaty fullscreen map view — and
plenty of territory to condguer, but
wirking out whiat else [t boasts proves
difficult. Another unintelligible-

to-Birits wir game, we're afraid. .
Impaossible to judge .,

-
TELDA: A LINK TO THE PAST
(JAPU S.'LI,F‘Lq]
Mintendo, & Mbit + BB
| player, 5P2 ¥
The bong-awaited 16-bit Zelda is a
brilliantly designed and implementisd
adwenture that puts similar games to
shame, in much the same way as Mario
dominates the platiorm world -
Nintenda's Lop prograsmimes was
involved in both games, This i, of
eourse, ulterly fabubous, though Zelda
addicts may cosmplain it's not
quite a5 long and drawn out as
PrEVIDUS fiITes.




Brilliant Super Play Subscription 0ffer!

- READ ’EM AND

, A YEAR'S SUPPLY OF SUPER
'» PLAY DELIVERED TO YOUR DOOR!
PLUS! FABULOUS AKIRA VIDED!

Wii £1.95
pO PLAVERS D0 MAGAZINE  Have you enjoyed this issue? Then you'll probably enjoy
R NIE Super Play every month — and one of the easiest, most
S convenient ways to do so is by taking out a
_ ' e subscription. Just check out the benefits!
~ & ‘Jmem‘“':.
Siaso, -

& . @ EXCLUSIVE previews and interviews!

In each issue you'll find:

-

@ INDEPENDENT (and completely straight-up)
reviews of every new import and official SNES cart!

| ©Z. @ HUGE features on the world of Super Nintendo!

; . =~}
A4 s g} @ THE HOTTEST finger-on-the-pulse news!

@ MASSIVE playing guides and the WORLD’s
BEST cheats!

ISSUE 3

S U PER PLAY e PR L I e MJ L e 'rrh; ;:ini:n-;li::itlnu ofl with an B-page guide kelling you

. U ; & . everything there is to know about the Super Nintendo, it also

I B Ac K I SS U Es | - {eatures Super Player's Guides to Frince Of Persia, Streal Figiter
i “ o L I and Super Tennis, plus reviews of games like Super Mario
Karl, Hook, Bart’s Nightmare, Dinosaors, Dragon’s Lair and

| Wew: —— S £ e WY many more! A must-have, especially with an ace Super Play
. T o pin-badge stuck 1o the front!

1 yoL y : B 7 e T TR |SSUE 2
’ : # . DECEMBER 1992
! ENE L B e i S It gets bigger and betier! 108 pages, packed 1o the spine with
3 - o | A game reviews: Axelay, Zelda I, Robocop 3, Wings N, Soul
Blazer, Sonic Blast Maw and many more! Plus, a giant fealure

on games based on Japanese anime. another on baseball
e Jus . = - R ol - games, Super Player's Guides to Zeida and Mario Karf, plus
i Sé‘ : i ; == g gpecial report on the Tokyo Mintendo show by top games
a1 creator Peter Malyneus. 11°s all here!
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WEEP' * SUBSCRIBE NOLY

- AND GET A FREE
> = AKIRA UIDED!
* With joy, obviously.

FREE RKIRA
VIDED!

Worth £12.99

Akira is more than just a
cartoon - it’s an experience!
It's got guns, motorbikes, love,
death, explosions, helicopters,
and the most beautiful
animation you've ever seen.
Quite simply, you won't believe
it until you see it. It's a full-
length Japanese feature film,
beautifully rendered in top
quality Japanese anime (for
more about that see page 24).
Akira is the film that single- - -
handedly brought Japanese ' _ iy
animation to a mainstream , P
Western audience - and now ¥ G
you can own it for yourself, free e
with Super Play! §$_

1 EUSEREEE SR T S P

Yes please! I'd like a subscription to and/or back issues of Super
Play. (A subscription comes complete with free Akira video.)

PLEASE SEND ME THE FOLLOWING BACK ISSUES AT £2.50 EACH (please tick) issue1 [ ssvez [
Subscription UK £23.40

Prices Europe £39.95 L RN s
Rest of the World £51.95 Address:
Method of payment Cheque
(please tick) (made payable to Fufure Publishing Lid)
Postal Order

Cards  Access Il visa Il SRR
card No. [ HHHE HENE EEEE EEEE .. I

Please return this coupon — or a photocopy - (together with your cheque if applicable) in an envelope to the following
address: Super Play, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 6YB. (You won't need a stamp.)
This coupon is valid until 31 January 1993. SU/MAG/0193

*.-.-l---l-.-.-.---

R

{.'_lﬂ £66T AMVNNVT



¥ Cily By "-\.I pe—, 1 1]
: Capoom Power Slick ETA00 Magical O Ch B
Pral Bocste EA000 NHLPA Hockey 93 call FIRcc....

- Super

' SOUTH COAST CONSOLES |
# 100"/0 VIDED GAMES °

=1

41‘;\.&.' T - T et i
T

IATEST RELEA‘SES SNES

AMAZING TENNIS o MICKEY MOUSE d7.59
JOHN MATHDIEMS 93 -' LEF :-\-I".'LI -E MECAFCYRCE 47 .9
WG COMMAMDER LR FACERALL 2000 44.5%
SPIDERMAMN & THE X-MEM R MARIDY EART i
OIUT OF THIS WORLD 40,0k STREET FIGHTER 11 5450
STAR WARS 40,59 STREET FIGHTER PLUS ADAFTOR 64,99
FATAL FLIRY AT

UK ADAFTORS 12.0%

DANIEL

OF WINDSOR

DANIEL DEPARTMENT STORE
120-125 PEASCOD STREET,
WINDSOR, BERKS

TEL 0753 862106

SEGA LYNX

GAMEBOY
SUPER NINTENDO

STORES  EBBW VALE

AT TEL 0495 306656

NEWBURY & EALING

TEL 0635 40017 TEL 081 567 6789

|
a
|
1
:
i
l

RTB COMPUTER
CALL or FAX NOwW

{EXKME

HARDWARE
TV E1%EL

Spindizzy -.'l irlds £44,00
£44.00

£45.00
£44.050
E45.00
E43 i1
E43.0d)
E44 M1
um Advenstare Call
ghter I1 ... o M)
Edd M

SM Propsd ... £18.00 i
Super Star Wars ..
i

. Huw a Merry Christmas and a Happy New Year"
*‘\, Please add £1.50 pdep per game & £6,00 per conso e -
- 3 Belmont Road, Nnnhumhtr_l ind Heath,

g
L4
L

SNES SOFTWARE Tom & § £45.00

W 'A surge of Christmas power for your console'

' :

SHOWCASE

SPECIAL LOW PRICE
DIRECT FROM ASIA

* YIDEC GAMES & STSTEMS «
& MEW RELEASE GAMES «

PO Box 107, Northampton NN3 1AY

NORTH A MPTON

& FOYPADS, CABLE, ADAPTOR + Market Soquang Tue, Wed, Fri, Sal
# MEGA DRIVE, CO-ROM, SUPIE FAMICOM, MED GED, TEL:
PC EMOINE, GT, DUO ETC, * DB50 TTEEAS WILL Hew o Uisen
» BOdlS COMPUTER SYSTEM + 60 499545 E:;fﬂmm
o HARDWARE, SOFTWARE & BEA'T
# COMPUTER ACCESSORIES + A‘H‘f
ADR
e Takin BEsPICTIVE OWNERS PRICE
RM 202 HANG PONT comm. [IEA NUAhy Coneie a5
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HKOWLOON, HONG HONG Cp @"""

o
4 P
TEL: 010-852.7284803 ¥AILapILITY.

FAX: 010-852-3876066

GAHI‘ ZONI

LARAMLE

TEL/FAR: (8870) 14208
54 FECART PRSP LA
Part exchange, G SCARTELPE
Al USA & Jap qames aval

GAME ZONE

Unit 14 ‘Wolerton Agora Centre,
; Morth Milton Keynes ME1E

TEL: 0908 226696

ENTERTAINMENT

SUPER NES SPECIALISTS

o442 211043

ISCOOP PURCHASE?

=S I SOUTED AL ARDWIESOTHAE
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BRNG OR SEHO BY POST WTH SAL O CASH- WUSIC AND

YIOED EXCHAMGE
&4 HOTTIMGHILL GATE + LOMDOH W11
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s
FIvAL FANTASY (US)
THE CHESSMASTER (L5}
THUNDER SFRITS [1S)

ARCANA (LIS

CARTLEVANIA I (Li5)

TURTLES i (LE)

POPLILOILS {LIS)

GRADE S 1] (L) I':I?'i‘.lf.l RO m 1
SAARIG KART (LIS) £45.00 TOF CEAR (LS1 £40,00
SORH BLAZER (L5} £44.00 OEFalISALTS {IAP £42.00
AXELAY (L) £45.00 ANELAY (A5 £42.00
F1 ENHALST HEAT (1aF] £45 CLIPER PLAY ACTION FOOTEAL E44.00
SO BLASTRAN [JAF) L4500y PARTIORS (AR £45.00
PrsLANK (U] £46.00 ACTHOR REFLAY PR £44.00

DHESERT STRKE (LA £46 00 POA F iUs i D)
KING OF Tl IS TERS % EiRk

OTHER TITLES AVAILABLE AT BEST PRICES
PART EXCHANGE WELCOME
SECOND HAND GAMES IN STOCK RING FOR TITLES/PRICES

GAME FRICE INCLUIDNES PAP CONSOLES ADD &S

CONSOLE CONNECTIONS

UNIT 2, OLD BAKE HOUSE LANE, CHAPEL STREET,
PENIANCE, CORNWALL TRIS 4AE

TEL/FAX 0736 331131

LATEST SMES GAME TITLES
DOUBLE DRAGON| '.IHIHI BE CARTLEVAMIA .
KD Ik SUPER PANG ...

ARELLY
SOLDEK FIGHTEN .
lil

B CART (USA), ROROCOP 1 (USH) | N sausioN
TLES [USA] . RARPARTS |U5A i INADE
FTHIGNTEN P W i

FINAL FIGHT v
DESERT STRIK
SIMPSONS (354
TQPF RACER ..
SMASH TV ..

mlli Ill: TITLES NOT LISTED - MH EXCHANGE OR SELL YOUR USED GAMES

SNES USA [SCART) NEO GEO PALIUK) £254.95 =2 o] ( SEGA MD + SOMIC
£114.95 +1 GANE £209.95 +1 GAKE £104.95

; PLAT AL THE LATEST GALMES
Gl EECHANGE SERVICE
SWAR TOUR UNWANTED GAME FOR ANT USED OF NEW GAME 1N STOCK, FOR THE INITIAL COST OF ONE |
LA R TR T T TR UG TR S I T 8 1O FIND OUT HOW SEND A LARGE 5.A.L.
1
o j TO THE COMSOLE CONNECTIONS GAME

TuR
1
E FUNTER BROS
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RANDOM EXCHANDE
SEND ANY DAME JEXCL. MARIG) AND WE WILL RETURN AMOTHER GAME CLUE AT THE AEOVE ADDRESS
COF THE SAME WALUE. CURBENT CHARGE £3,50 INCL PP INCLUDE A LIST —
OF GANES OWNED, MARK ALL MARCILE &S RANDOM VISA
=2

DELIVERY £10 COMSOLES * £1 GAMES -+ SAME DAY DESPATCH ON RECEIPFT OF ORDER

10 ELIZABETH PLACE, ST. HELIER, JERSEY
TEL: 0534 601032 OR 0534 56212
ORDER HOTLINE OPEN 8AM TO 9PN "=

SR JAMES BOMD Jr
LiSA ¢ KRIUSTYS FUN HOUSE
AP 37, LETHAL WEAPOM
MARID KART .............
AN OF -E JC}KI:H LUSA a7, CUTLANDER
SE— =T TS PILOT WIMNGS
LSaA 37 POMWER PUNCH M-TYS0ON
JAP 37.00 RADID FLYER......
LIsA

SPAMNKYS G-UFST
STREET FIGHTER H
SUPER BATTLE TANK
SUPER STAR WARS

) TEO BOXIMNG
TOM A JERRY ..o
TURTLES N TIME
WINGE 2
X-MEN......

CT TO AVAILABILITY * PLEASE ALLow 7 Working Days FoR DELIVERY »
+ P&P apD E:I PER TITLE * JERSEY 18 V.A.T. EXEMPT =

£ YOU THE ADVERTISER A PRECISELY TARGETED
AUDIENCE, ENABLING MAXIMUM EXPOSURE
AND MINIMUM COST.

0225 L4224

TO SEE HOW SUPER PLAY
CAN WORK FOR YOU!

THE ADAPTOR! Mk. 3 by Q Systems

The only UK/USA/JAP Converter you will ever need!
THE ADAPTOR! Mk, 3 enables you to play ALL Super Nintendo
and Super Famicom cartridge games on ANY Super Nintendo or Super Famicom games console.

THE ADAPTOR! mk. 3 is only £15.00

(Works with Super Mario Kart USA and JAP. Pilot Wings, etc.)

USA CONSOLE | | USA SNES GAMES HARDWARE

DEAL Actraiser £42 | |Pal converter |
Full-screan pictura! Contra 3 £43 | | Auto-fire Joypad £18
17% faster! Ghouls & Ghosts E41 || (UK, USA &JAP)
Connect to any UK TV! Egg;;a-';lsgs Etfig i Loy £l
Play UK/USA/JAP games! | | ¢l Blazer £43 Other games -
Only £165! Super Mario Kart £43 pleasn Iil'lm for
Call for further details. Zelda 3 £399 availabilty

All prices Include post & packing. Make cheques, P.0.s payable to
Q Systems, DegblP 4 Harvey Road, London Colney, Herts AL2 1LZ
753 Fu: 081 207

UNIT 87, MARKET HALL,
MARKET 5T PRESTON PRI 2JA
SHOP OPEN 9.00am TO 5.00pm.
MON TO SAT
TEL OR FAX 0772 883598
F H PRI {MAIL ORDER ONLY)
MEW USEDR NEW LSED
AMELAY e 499 2999 RAMPARTS 2. .........4209 2099
COMBAT TR.T.BE.S LCALL ROBOCOR 3 ....... 44.99% 2999
COMTRA L SIM CITY .. 39.00 29.09
DRAGONS LAIR SIMFSONS s 4299 2999
FACEBALL 2000 SOUL BLAZER .. 4499 29.99
IREM SKINS.......... STREET FIGHTER 11. 5400 37.99
MARIO KART ... SUPER STAR WARS ............CALL
MARIO PAINT . 49. 99 S$DOUBLE DRAGON ... CALL
PLAY ACTION FC"'C'TB -"'|.LL J089 - 2799 WINGS 2. ~CALL

E !t MANY MORE TITLES IN STOCK, m" E US A CALL TODAY!! E

FAMI y NI
ALIEN* BATMAN (RETURN OF THE I0KER)* * DESERT STRIKE* *WINGS 2
FATAL FURY® *LOONEY TOONS* *SPIDERMAN & THE XMEN -
MICKEY MOUSE (WORLD OF ILLUSION)* *TINY TOONS ADVENTURES
SUPER MEGAMAN® *TEST DRIVE II* =*0UT OF THIS WORLD
MONOPOLY® *UNIVERSAL SOLDIERS® *DUNGEON MASTER* *F] RACE
AMAZING TENNIS* *SPINDIZZY WORLDS* *BATTER P

JAMES BOND INR™ *NBA ALLSTARS
PLEASE NOTE ALL CARTS ARE U5, UNLESS OTHERWISE STATED

- ; PAYMENT
LCARTRIDGE EXCHANGE SERVICE | | p| £asE MAKE ALL CHEQUES
FOR THE LATEST LIST OF EXCHANGE FRICES AND PiOs PAYABLE TO
FLEASE SEND 5.A.E, TO THE ADDRESS AT THE IMAGE CONSOLES
TOP OF THE ADVERTISEMENT.
AVERAGE EXCHANGE PRICES || PLEASE ADD £100 PER ITEM
SUPER NES/FAMICOM 7.09 PLEASE RING T CON FIRM
SEGA MEGADRIVE 5.99 YCIU_R ORDER BEFORE YOLU
SEND US ANY MONIES

ORDER HOTLINE 0772 883598
WANTED!! YOUR OLD CARTS FOR CASH




LYNX, NEO GEO, GAMEGEAR
MASTER SYSTEM, N.E.S., MEGA CD

A FEW GAMES AVAILABLE THIS CHRISTMAS

MUCKEY MOUSE
STARWARS.
TINY TOONS

DESEAT STREE

OUT OF THIS WORLD

MAROLAND 2
MEGA M&N 3
STAR WARS
BICHIC COMMANDD
LOONEY TOOMS

PTFIGHTER
LEMMINGS
DIRTY LARFY
WDARLD SOCCER
DOUBLE DAAGON

WALE, WRESTLEMANIA
WOALD OF ILLUSION

LOTUE TURBO ESPRIT
CHASE H.Q

| 'MEGA C.D.

FIMAL FIGHT
AFTERBURMER 3

BATMAM RETURNS
SHINDSI 2

WW.F 3
MICRO MACHINES

MCDOMNALD LAND

LEMMINGS

TAE GAL TERMIMATOR
ELITE

Lhmnsnma | SONIC 2

+ HUNDREDS MORE 1!
We have a huge range of new and useq games.

Please phone for prices & availability & part exchange prices.
All n::radﬁ"t card orders despatched within
24hrs by 1st class post - FREE!
Send S.A.E. for full list or call inte our shop and try the games at:-

888 Wimborne Road, Moordown, Bournemouth BH9 2DR
Open Tuesday to Saturday 9.30 - 5.00

Tel - Fax:-

LPRINCE OF PERSIA

c

)L

5499

99 BOOZKERGUN......... CAP COM JOYSTICK... .. 85,
1459 STEALTHJOYSTICK..... 2098  XE-1JOYSTICK 7359
999 APPOLLOJOYSTICK.....5499 SN PROPAD-CLEAR . 1499
CONTROL PAD - ASCI|_.1899  SF11 JOYSTICK .. 6999 PHILIPS MK 11 LEAD. . 14,99
SOFTWARE USA JAP  FACEBALL 2000......3999.....- NBAALLSTARS ... 309, .
ACTRAISER ._......... 323099 FATAL FURY ... S NCAA BASKETBALL Jooe
ADDAMS FAMILY ... 35.59.399 FINAL FANTASYII......45.89. . . NHL HOCKEY &3 _......44.99.44.99
AMAZING TENNIS ... 440994450  FINAL FIGHT ... AL394499  MINMBOY . oL
RELAY... ... #9499 GUNFORCE..._ 3959..... OUTOFTHS WORLD.4459
BARAT MIGHTMARE . 3989 - G FOREMAN BOXIMGI9.88, = FARMDIOUS........._... - 4439
BATTERUP.._....... M, - HOMEALDMEN...... 158 PHALANX ........... dd 5% 30 99
BATTLE CLASH......3999__..  IMPERIUM.... 39...... PLOTWING .. 44994450
JAMES BOND JR.....3999... -  PRINGE OF PERSIA_38.99.30.99
JOHN MADDEN 93 ...39.99.3990  PROSOC- FOOTR.,...._- 2459
J NIGKLALS GOLF . 39.99...__ NH._-
KING OF MONSTERS 35,56 30,99 39.80_.,
. LEMMINGS.....__.....38.99 39,99 0.
CYBERSPIN......... 4499, MAGIC SWORD..._ 4459 . “m_.
DESERTSTRME.. 4459  MARICKART 44,99 44,99 3999.....
DINOSAURS......... 30999999  MARIOPAINT...... 44994499
DOUBLE DRAGON ..49.99.60.99  MARK) WORLD... 36,09 4458
MIGHT & MAGIC I.....40.90,.

DUMGEDN MASTER . 48.99.......-
F-ROC... -

MOMOPOLY......... !

I o ]
'K WILD GAMES o Visa
’ [ smsa]
TURTLES IV £37.49
”,
.’,"’ BEST &  THE UN'S QUALITY SUPPLIER AT PRICES YOU
PRICES WON'T BELIEVE WITH THOUSANDS
\.‘, ‘_,f OF SATISFIED CUSTOMERS!

Krusty's Super Funhouse......33.49 Super Battletank ................... 28.95
Super Tennis................. 30.89 @ PitFighter......... ... 23.95
Kblapmy... 7 .’_ PRI, T 39.49
Legend of Mystical Ninja r= Wings Il Aces High......... ... 38.49
SRR o e i o Out of this World ..................30.48
Zelda (11.... 9 g Super Mario Cart.......... :
GOl 38.99 . Spiderman/¥man...... :

Barts Mightmare .. 39,49 4 Prince of Parsia......... ... call
Spanky's Quest.................... 38.99 op Word Trigt...........ooonever .call
Street Fighter .._.................. 47.99 . Terminator........ ... ...
Super Smash TV.........., wed32,99 & | he DuelTest Drive II.

The Addams Family..............33.99 @ Home Alone 2. . ..
Arcang................. .35 o8 Top Gear.................

Castlevania IV Ho W@ Desert Strike......

Lemmings 35.49 P Actralger ...............cnminmisrenn,
WWF Super Wrestlemania .. 2795 o FParodius ..........

PREEEWINgE . 36,49 Dragons Lair....
g 2290 % Turties V... 57 40
Call for ather games Call for other games

ALL GAMES BRAND NEW DON'T ACCEPT LESS THAN
ALL PRICES INCLUDE VAT THE BEST!
ALL FULL VERSIONS .
TELEPHONME: 061 491 3089

BETWEEN 9AM - 7.30PM

CHEQUE/PO MAKE PAYMENT TO

WILD GAMES

SEND TO: WILD GAMES,

FIRSWOOD HOUSE, FIRSWOOD

MOUNT, GATLEY, CHEADLE,

CHESHIRE SK8 1)1

AMPLIFIER ........
BATTERY PACK.
TIME BOY

SUPERCONZPAD 2 _..14.59
UNIVERSAL JOYPAD ... 74.99

TIMEBOY WATCH,...._. ..
REPLACEMENT LENS ..., e
REPLACEMENT JOYSTIGK ...
AP g HYPERBONY .
SKINS GAME-GOLF 3099~ | panpysoy. "= el
S0UL BLAZER........... HE £ IN 1 FLW PACK MRLIA TARD
SPACE MEGAFORCE 3856 2 ALKENS 3 PRINGE OF PERSI4
. _ BARBIE ROBOCOP 2
SPDERMAN + N-MEM 4293 e VBN E
SPINDIEZZY WORLD. 50008 3290 BATMAN JOKER RAOGER CLEMENTS
STREET FIGHTER I1...59.99 56,50 BEST OF THE BEST  AOLANDS CLIRSE §
SUPER OFF ROAD...3959.. - | SIOMICCOMUANDD  siMPsows 2
CHASH DLWWWIES SPEEDRALL 2
SUP SOC CHAMP__ 3.8 . 0iG DUG STAR WARS
TESTDAME_......... £ DOUBLE DRAGON 3 SUPER MARKD 2
D FRANKLIN T-2 ARCADE GAME
THO SUPER CHAMP 38,50 3990 DRAGONS LA TERMINATOR 2
TURTLES 4.... w3889, 59,09 BEORGE FORELMAN TN AND JERRT
UIN SQUADRON.......29.99 39,99 BOKING TRACKMEET
; HT THE iCE TURTLE W
UNIVERSAL SOLDER44.99........ HOME ALOE 2 MVERSL

WARP SPEED............ 99,3999

SOLOER

MOUSETRAP HOTEL
N CHALLENGE 2




DOATEBOOK

#e Datebook is Super Play's at-a-glance guide to the major Super NES releases they'll be the first time a game has appeared anywhere and c) because the Japanese

#am Japan, America and the UK for the rest of the year, based on current are hetter at posting early release schedules. Where there's a space in the chart it's
selease schedules. The chart is dominated by Japanese releases because a) because we couldn't get hold of the information at time of press. Oh yeah, and if
e are more of them than UK or US ones, b) games tend to come out in Japan some of the titles sound a little odd that's because they're literal translations from
st 2 month or s0 earlier than they do in America, so we mention them because the Japanese. As soon as they come up with proper English titles, we'll let you know.
ETE DATE GAME TITLE GAME TYPE PUBLISHER COUNTRY MONTH  DATE GAME TITLE GAME TYPE PUBLISHER COUNTRY
. I Major Title simaulation Iram Jap Dec - Septentrion RPG Human Jap
- '] Super Black Bass simulation Hat B Jap Dec - Firepower 2000 (SWIY)  shoal-'em-up Sursaf us
- '] Nabud Serisiwa’s Dec - Mechwarrior simulation Activision us
Birdy Try sport Taha Jap Dec - Super Vg 1V sciion Atlus us
= 4 Mystery Circle puzzia G Amusaments Jap Dec - [eath Valley Railby action Surgalt us
- § Final Farasy ¥ ARG Souare Jap Dec = Melal Jack action Al us
- 11 Galden Fighter Dec ] Super Mafia Karl driving Nimtendo UK
Hyper versian baatem-up Guitura Brain Jap Dec o Another Woeld platiorm Intarplay UK
- 1 Sumo Spirits heat-"gm-up Takara Jap Dec - Bart's Mightmare arcade Al UK
- 11 Psycho Dream aclicn PRial Jap Dec - Spiderman and the X-Men platisem Acclim UK
= i1 Shealth puzzhe Hect Jap Dec - Super Sirike Gunmer shoot-'em-up Activision UK
- 11 Baltietield Socoer spor Banprésin Jap Dec Spindizzy Waorkls arcade Activision LK
= i Pro Baseball League '3 sport Epic Jap
- 15 Super Star Wars action JVE U5 :
E 18 Benkai Legand APG Sunsoft Jap Jan 3 Eitaria APG Hudsonsoit Jap
- 1] 50 Gundam Legand 2 AFG Bandai Jap Jan a Blien vs Pradaior action IG5 Jap
- F] Amazing Tennis spart Fack-In Viden Jap Jan 14 Bligrai attion 1G5 Jap
= 18 Tiny Toon Adventures action Konami " Jap Jan 14 Pogulous 2 sirategy Imagineer Jap
- 18 Tha King of Rallias friirsg gama Maldac Jap Jan 28 Super Sokoban Warld puzrle Pack-in-Video Jap
- 18 Super Tetris 2 Jan . Warkard Mabunaga shrabegy ‘Yanaman Jap
+ Bombliss puzzie Bulletproof Jap an & Battle Tech simulatian JWC Jap
- 18 Super NachibuAsu Jzan . Equinox APG Somy Jap
Mah Jong puzzie Nichibutsu Jap Jan . The Ste=t Knight RFG Asmik Jap
e 18 Assault Sults Darion shant-"sm-up Vi Tokal Jap Jan Super Chinese Woeld 2 APG Cufture Brain Jap
- 18 Assault Suits Valken Jan . Ernald RPG Enix Jap
(Cybemator) actian NS Masiva Jap Jan - Sangokushi strateqy Wall Team Jap
- 18 Super Sumao bt "Em-up Hamco Jap Jan - F1 Grand Prix part 2 riwinng (ame Viden System Jap
- 18 Mawal Super Pinball Jan - Migel Mansall F1
{Jaki Grash} simulatian Naxzt Jap Championship driving game infocom Jap
- 18 Super Star Wars actian JU Jap Jan - Super Shadow of the Beast action G5 S
T 19 Juvenilg Hero's World ~ RPG Squara Jap Jan £ Might and Magic 2 APG G Amusements  Jap
- 22 Ashibe RPG Takara Jap Jan : Saptentrion action Human Jap
. 2 Buper Kick Off spart Misawa Ents Jap Jan : Silva Saga 2 AFG Setz Jap
- 2 Mystery Of Tha Black Caps RPG Malzume Jap Jan J Dragon's Earth RFG Human Jap
C 2 Roadrunner vs Jan - The Search for Wally action Tamy us
Wilz E Coyate action Sunspft Jap Jan - Jo Jo's Bizarme Adventure  APG Gobra team Jap
" 3 Cambal Tribes bezt-'sm-up Technns Jap Jan - Matal Max 2 action Diata East Jap
- Fi-] Dragon's Fangs Mak Jong puzzie IG5 Jap Jan - Breath of Fire RPG Capcom Jap
it 5 Laughter! Real Life Orama puzzle Taito Jap Jan - Rlien 3 shoot-"am-up Virgin us
T -] Super NEA Bagskethall sport Tacma Jap Jan - Battieclash Super Soope Minterdo s
= 25 Super Voley Il spart Widen Sysbems Jap Jan - Mario Paml art package Mintando [
& 5 Ranma 172 Il boeat=wmup NG5 Masiya Jap Jan . Princa af Persia platform Mindstapa U
T late Fushing Baeat 2 bead-"em-up Jalaco Jap Jaif - Road Runnar arcade Sunsofl L
- . Bugel: Super Flying Hero  best-'em-up Satel Jap Jan - Robacop [ shoot-"gm-up Qeean L
i - Super High Impact sparts Aeclalm s Jan - Super Baskelball spart HAaL LK
= - Mickey's Magical Quest  action Gapoom Us Jan Mickey's Magical Quest  phatform » Capcom LK
T - Caveman Ninja Il action [ata East Jap Jan - Super Off Road drwing gama * Trade Wast Ux
o= - F-1 Exhaust Heal 2 driving gama Batd Jap Jan - Super Parodius shaot-"gm-up Konami L%
= = Battle Blaze Beat-'sm=up Zammy us Jan Desen Strike shant-"em-up Elecionic Ars UK
i - MVP Foatball spart Capcom us Jan MHL PA Hockay 93 spart -~ Electromic Ars L%
i - FRoyal Conguest simuiation Jalaco Jap Jan - P& Towr Galf spart Electronic Arls LI

THOSE NEXT FEW OFFICIAL RELEASES IN FULL.

From left: Super Strike Gunner, Spindizzy Worlds, Spiderman & The X-Men, Super
Mario Kart, Bart’s Nightmare and Another World.
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NEXT MONTH 31307 TVITY

EVEN BETTER
SNES GAMES!

5 already ca
Wi same ol th

PLUS THIS:
THE BEST TIPS!

il el you
fue o be the
i) has 50 many

The fourth, better-than-ever issue of Super Play
will be revealed to the nation on Thurday 7
January. ORDER YOUR COPY TODAY!

’-----------------_---.

’-----

If you find any jargon in Super Play,
Here's the place to look it up.

Adaptor: These come in various forms,
but their basic job is to let soltware
from one country run on a SMES [rom
amother. (See 'grey lmport'.)

Batiery back-wp (BB): Sveitch off a
narmal cart and all your hard wark
will disappear. Switch off one with
battery back-up, howewver, and it’ll
keep all your high-scores and saved
positions tucked away.

Bit: A one or a zero, Stick lots of these
together in the right order and
vou've got a game. There are about B

million in the average car

CO-ROM: A method for storing huge
games on compact discs rather than
The Super NES CD-ROM
15 due to appear mext year

canridges.

CPl: Central Processing Unit, the
chip at the heart of any comg
the 5'.'4::-” NES it's a 655cB16 1

DSP: Digital signal processor. An
extra chip included in a cartridge to
provide improved 3D graphics

Grey import: Nintendo don't release
games in the UK until months after
Japan and the US. If you want them
sooner, you'll have to find a grey
import version. See the mail ordey
&ds in this issue, bul remembear, to
use an lmport cart on a UK machineg
yvou'll need an adaptor that costs £15
E20. (See Supermarket on po; -'.I

Mhbit: Or Megabit. A millicn bits

Magabyte: & megabits — the average
cart size,

Mega Drive: [Fet outa town! - Ed)

Mode 7: A unique SNES feature: 3D
soreen scaling and rotation.
MES: N
The earlier, cruder console that came
before the Super Nintando.

intendo Entertainmeant System

NTSC: The Japanese and US TV
system. NTEC TVs are less flickery,
running at G0Hz, but also less
detailed, than UK onas, while NTSC
machines run faster than PAL ones
and also use the full screen for the
game image, without borders

PAL: The 50Hz TV system used in the
IJK. Unless you've got an lmport
machine, your SNES will use PAL,

wd plug straight into your TV's
aerial socket. A foreign one won't, 30
make sure you've got a SCART TV
PAL booster: Flugs into a Japanese or
IS SMES and allows the machine to
be plugged into the aerial socket of
an ordinary telly.

Parallax serolling: The process where
different parts af the background
mowve at different speeds, giving the
imprassion of depth.

RPE: Role Playing Game. One af thosa
werird games with wizards, ores and
action poinks in. Dccasionally called
an FRE (Fantasy Kole Playing garme).

SCART: Posh TVs often have a SCART
socket which cuts out much of the
irrelevant electronics that deal with
TV prograrmmes. If vour TV s got
one, phog your SNES into it for a
batter ploture, (I you've got an
tmport machine, you'll have to plug it
into the SCART socket.)

Scrolling: The process where the
background moves
af like a md

cross the screen
Bra DANNInG.

SMES: Super Nintendo Entertainment
Bystem, aka Super Nintendo

Super Scope: The bazooka-shaped
light gun for the SNES, which can
now be bought with it.

Sprite: Anything that moves around
on the screen. Mario is a sprite
Swper Famicom: The Japa
far the Super Nintendao,

MeSe name

Tatall: Our sister magazine, covering
Game Boy and NES as well as Super
Nintenda,

RESERVUE YOUR COPY OF SUPER PLAY!

Dear newsagent, please reserve/deliver* my copy
of Super Play for me every month. Cheers!

* Delete as appropriate.

-----'

----------------------’
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Credit Card orders can be placed by calling one

of the above numbers. Cheques are also accepted
and should be made payable to "The Home Planet'.
Flease allow 5 working days for clearance.

Orders by Credit Card are normally
dispatched the same day.

Owerseas customers phone

or fax for a VAT free quote,

VISIT OUR Unit 13 Harestaines Induatri_ul_ Estate
SHowroom | Eraidwood Carluke Strathclyde ML8 5PP

OPEN 7 DAYS | o tiome on: 0535752121 (2 Lines) 0555 772001 (2 Lines) or Fax: 0555 751666

A.II. Tl‘ﬂdﬂ-. f I‘l‘lﬁriﬁ n clu:nl



(i SELECT AND SET YOUR ENGINE...

tyres, spoilers and diffuser for maximum effect. Hot only the courses but also the weather
can be selected. Become World Champion as you compete in Grand Prix mode. The
Grand Prix offers 16 different circults to test your ability to the limit, but remember your
repair fees increase as you sustain damage to your vehicle. Strengthen your driving skills
as you work-out in training mode. You'll need to practice your race tactics and Pit-stops.

1992 SETA

SUPER NINTENDD

ENTERTAINMENT SYSTEM]
I PAL VERSION I

-

OCEAN SOFTWARE LIMITED
2 CASTLE STREET . CASTLEFIELD
MANCHESTER . M3 4LZ
TELEPHONE- 061 B32 6633
FAX: 061 834 0650

Nistenda and Nintends Enterioinment
_ . System ore trodemorks of Nintendo




